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PC SIMS...A SUP 


WfRLD 
CLASS 

THE MOST ADVANCED SOFTWARE 
ENTERTAINMENT EXPERIENCE 

Take charge of an entira planet from 
its birth until its death-ID billions 
years later. Guide lile from its 
inception as single-celled microbes 
to a civilization that can reach tor the 
stars. THE LIVING PLANET Inspired 
by James Lovelock's Gaia 
^-^jhypothesis, 

, simulates the 

■ Earth as a 

\ y l apffMiism. 


THE THINK 

TANK 

Set in Die near future, ns an alternative reality, 
Battle Command is an arcade/strategy game in 
which the player centrals a single "Mauler" 
Assault Tank in one of 1G scenarios (missions) in 
the ultra war, taught between two dominant races 
in the new World. Such are the defensive 
capabilities of each side, full scale attacks are 
suicidal, so any nflensiva moves are, by 


performed by elite troops in specially designed 
vehicles. The Mauler is the latest such machine - 
capable of heing lilted in and nut of hostile 
^l^fXffiH territory by fast 
HIms^Sip) stealth choppers 


l 

I 


V — *1 


weaponry 
Northern si 


ALL AVAILABLE 
FOR YOUR IBM PC 
& COMPATIBLES 



ERIOR SPECIES 


THE RIGHT 
STUFF 

F 29 Retaliator presents Hie fastest and 
most detailed graphical environuM ever 
seen in a flight simulator. This is the only 
flight simulation to provide 100 complex 
missions over four intense battle 
senarios. The only flight simulation to 
provide detailed daily war update 
reports. The only flight simulation to 
present the latest in aerodynamic 
technology introducing ECOP cockpits, 

Fm nhackwindep 
4 * A A M S , 

/ snpercrnise, 
* stealth and 
more! F29 
/s 5 v Retaliator is that 


GUN 

LAW 

"BILLY THE KID" is a one or two player 
action/strategy game set in the Wild West, 
which allows the player to assume the 
identity of either a gun tuning desperado with 
a heart of gold , Billy himself or his ex-best 
friend, sharp shooting, law abiding pillnr of 
me community, SheriU Pni Garrett. They are 
in Inve with the same woman and ultimately, 
in a nail biting climatic finale, are going to 
end up pointing guns at each other. Only one 
. - - . character can 
: walk away from 

r~T In/) § mis showdown 

OF THE WESTA 
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OCEAN SOFTWARE LTD, 
6 CENTRAL ST, MANCHESTER, 
M2 5NS.TEL; 061 832 6633 
FAX: 061 834 0650 


STRATEGY...REALITY... 




Heralded the American computer 
role-playing game of the year! 


Based on 
MegatiaveUer by 
Game Designers 
Workshop, the 
world's most 
popular science- 
fiction gaming 
system. 


The most sophisticated 
charactei generation 
system ever devised: 
live military classes, 
more than seventy 
talents and 
abilities. Allows 
player to control 
character development 
through five services! Army, Navy, 
Marines. Merchants and Scouts. 

TAKES SCIENCE FTCITOtf ROLE-KMING LIGHT YEARS FORWARD 


Twenty-eight planets and 
satellites to explore in eight 
systems filled with exciting 
puzzles, dangerous subjects and 
interesting characters to 
encounter. 

"Megatxaveller 1 is one of the best 
science-fiction role-playing 
games ever for the computer" 

"MegatraveUer 1 . a game that 
truly wanants the highest level of 
praise, the attention to 
detail makes it 
exceptional" 

(Quotes Taken from 
Dragon magaEltt& tTS and 
Quest Busteis magazine US) 

Amiga and ST iinptowntcrtWE 
by STeVeW Green 



The 

no. J best 

selling book has now 
turned 

into the no. 1 best 
selling game 

Team Yankee is the definitive action simulation of modem tank warfare. 
"Team Yankee. . . . the critics' choice" 

Team Yankee is designed to test your leadership and tactical skills to the 
quick. 

STRATEGY PLUS 

This is a game and a halt! 
The use of four screens in 
one is simply brilliant - at 
times it's almost like 
playing on four 
computers at once! fa 
I quickly found 
myself hooked on a fife 
genre of game 
which previously 
held ho interest. 


AMIGA FORMAT 

Team Yankee presents a game, 
in a sims clothing, which when 
dealing with, tanks has to be the 
perfect approach! 

ACE 

The blend of thought and 
reflexes required to play Team 
Yankee is exactly right! 


ST FORMAT 

Hunting the Red Bear has never 
been so much fun! 
You wont be able to tear yourself 
away from Team Yankee! 


AMIGA ACTION 

Th9 tanks have been superbly 
animated, with great attention to detail! 
This has to be a must for everyone* 



C^-^p EMPIRE SOFTWARE, 4 THE ST ANNETTE, LAIN DON NORTH TRADE CENTRE. 
P jLdj ' BASILDON , ESSEX SS-lS dPJ- TEL: 0268 541212 



AVAILABLE NOW FOR 
ATARI ST. COMMODORE AMIGA AND IBM PC & COMPATIBLES 
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One of those disks 
taped to the cover of 
your favourite 
magazine contains a 
complete copy of one 
of last year's classics 
- so don't hang 
about, pop it in your 
disk drive and away 
we go... 

nmag i ne a p! ace where the I aw 
of inertia rules. A place 
inhabited by nothing but 
spherical cells, abstract obstacles, 
and You. In this shapeless universe, 
trouble is brewing. The cells that 
inhabit it are slowly but surely 
becoming unstable, and before long 
they will explode taking everything 
else with them. 

Welcome to the weird and won- 
derful world of E.Motion.., 

With those words, printed back in 
Issue 1 8 (March 1 990) we u she red i n 
The Assembly Line's classic of 
surreal gamepiay. Now, thanks to 
unique cooperation between The 
One and US Gold, we're bringing 
you the opportunity to become 
'E.Motion-a!' all over again, 

E Motion is a game that's easier 
played than described, but here 
goes anyway... 

The player takes control of a 
spherical dsferofcte-style spaces- 
hip, which is rotated by use of left' 
right joystick movements and 
thrusted forwards by pressing 'Fire' 
- but any resemblance to other 
computer games begins and ends 
there. 

Although most of the screen 
backgrounds differ in some way, the 
object is always the samei to get rid 
of the coloured spherical eel is and 
fast! By manoeuvring the craft about 
the screen, if a possible to bump two 
cells of the same colour together, 
thus making them disappear. Sim- 
pie, eh? Don't you believe it. 

Allowing two conflicting colours to 
touch creates a small pod of another 
colour (for example, a collision 
between red and blue could cause 
the appearance of a smaller green 
pod), which is something of a 
double-edged sword. Collect this 
new pod quickly and it tops up your 
energy level (shown at the top of the 
screen), leave it for too long 
however, and it grows into a new full- 
sized ceil . Now, just to make I ife even 
more difficult, you can't get rid of this 
new arrival unless you deliberately 
create another cell of the same 
colour for it to collide with. 

Worse still, times also against 
you. The unstable cells constantly 
pulsate, throbbing faster and faster 
until they reach critical mass and 


THE DISK 



explode causing severe energy loss 
You may have enough stored 
energy to survive a complete 
meltdown, but as any more than 
three exploding cells is enough to 
completely drain a fuii supply, it's 
best to keep yourself topped up by 
creating and collecting energy pods. 

Fancy a further challenge? Well 
you've got it, as the going gets even 
more complicated on certain 
screens when the cells (and - in 
two-player mode - occasionally the 
ships themselves!) are connected 
by elasticated 'cords'. Moving one 
cell creates a chain reaction wher- 
eby everything connected to it 
follows, with the force of inertia often 
causing things to fly about wildly. 


THE TENSION IS OCCASIONALLY relieved slightly by 
the appearance Of inter-level bonus sections. The 
object here is to collect the point-providing bJue pods: 
do this, and one of the pointless yellow pods randomly 
turns to blue for the task to continue. Later levels see 
you col lecting one pod to make another appear 
elsewhere on the screen, while others feature 'bad' 
pods which end the level prematurely. And of course in 
all cases there's a strict time limit. 

CONTROLS 

Joystick Left - Rotates the ship to its left 
Joystick Right - Rotates the ship to its right 
Fi re - Th rusts the ship in the d i rect ion t hat it 'i 
facing 

Joystick Down - Performs a quick about 
face' 

P - Pause 
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Here's what we said way back when... 


"There's a fine line between abstract and obscure - 
and£ Motion sits ve ry comfortably on it It's one of the 
more bizarre games yet seen, but not in terms of 
gameplay - that's different alright, but it's still pretty 
clear cut. What's reaily weird is the atmosphere 
generated by the unique graphics and sound 
Visually, everything's perfectly simplistic - there's 
nothing on screen that isn't needed, and the use of 
lurid colour creates a feel of an unreal fourth 
d i mension ' . Th e sound is more atmospheric still — the 
music is very New Age, but it's the in-game effects 
that really do the job: each effect is a musical note, so 


In two-player 
mode it's vital 
thai you work 
together with 
your buddy. 
Most of the time 
you can work 
independently of 
one another, but 
problem & arise 
on certain 
screens when 
you're joined 
together by 
elastic! To make 
matters, worse, 
on some levels 
both ships ere 
the same 
colour, making 
it quite difficult 
to tall who's 
who! 


it's not uncommon to hear accidental tunes during 
play. And to add to the abstract feel, an extra life is 
accompanied by a spooky organ fanfare. E. Motion's 
a work of genius in the gameplay stakes - well up in 
the Tetris league. It's all down to a fine blend of 
manual and mental dexterity, and some of the 
screens are so fiendishly designed that they seem 
impossible - until you accidentally stumble on the 
way to do it and it all suddenly seems easy. Until the 
next screen... It's tough sometimes taking you to 
the brink of frustration, but never tipping you over it. 
Simply un-ball-ievable! 


LOADING, 

PROBLEMS 

AND 

FAULTY 

DISKS 

Loading. E.Motion 
couldn't be easier. 
Simply insert ihe 
disk into the internal 
disk drive and turn 
on the power. The 
game will now load 
and run auto- 
matically. 

Should you find, 
however, that your 
game will not load, 
remove all ext- 
raneous external 
peripherals 
(printers, exlra disk 
drives and so on) 
and try again. If the 
disk still refuses to 
load, ihen It's pro- 
bably faulty - in 
which case, simply 
pop it into a jiffy bag 
or padded envelope 
and send it, along 
wiih your full name 
and address, lo: 
The One 
E. Motion 
Replacements, 
T.I.B. pic, 
t.i.b. House, 
11 Edward 
Street, Bradford, 
Yorkshire 
BD4 7BH. Plnaso 
allow 26 days for 
lelivery. 
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I AMONDS ARE A GIRL'S 
BEST FRI E ND. or so they 
say, and when Kiki is the 
girl, who's going 
to argue? Kiki is the star of 
Japanese programming team 
Kaiko s first game on these 
shores and The One is bringing 
you a completely playable preview 
of this brain-busting puzzler, 
How's that for service? 

What do you get? Well, a 
complete level of gem-colouring 
puzzles await you {a few of which 
are especially created for The 
One and won't appear in the final 
garnet!) along with the sampled 
sounds of Kiki and her friends. 

The full game will contain over 
400 levels with an Outrun- style 
choose-your-route screen at the 
end of each allowing for plenty of 
variety every time you play. 

LOADING 

Simply put the disk in the drive 
when the Workbench screen 
appears and select Gem'X from 
the menu. The program will now 
load automatically. 




What, there's more? 
Yep, two disks on the 
cover means plenty 
more action inside. So 
to get things rolling, 
here's the lowdown on 
a hot new puzzler 
from Japan... 


INSTRUCTIONS h t 

Each ievel in Gem'X contains a different number of puzzles {indicated by the number at 
the top of the screen). To solve them, simply make the pattern on the left match the 
pattern on the right. 

Simple huh'? Not quite. To change a gem s colour just click on it and rt will change into 
the colour that is two places below it on the scale in the centre [for example, a blue gem 

will become yellow). . . , 

Now the tricky part is that the four gems immediately above, below, left and right of the 

selected gem will change to the colour ONE place below them on the scale {for example, 

a red gem will become green). 
The even trickier part is that if you try to change a gem to a colour below the scale (i.e. 

below yellow) it will vanish and anything above it will fall Tefns-style to fill the space. 
Got that 7 No 7 Well never mind, it becomes easier to understand once you start to play. 
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The final 
offering of 
the month 
(my, what 
a lot you 
got!) is 
none other 
than the 
thrilling 
adventures 
of Ocean's 
person-of- 
diminutive- 
stature. 
Get down... 
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T S THE AGE OLD 
STORY. Boy Elf meets 
Girl Elf. Boy Elf falls in Idve 
with Girl Elf Girl Etf is 
kidnapped by an evil gang so Boy 
Elf sets out on a mission of 
vengeance to rescue his beloved, 
A sort of Doubis Dragon meets 
the Giddy Men. 

So what do you have to do to 
get her back? For the purposes of 
this disk, you have to battle 

LOADING PROBLEMS AND 
FAULTY DISKS 

If you should experience any loading problems 
with your disk simply pop it into a jiffy bag or 
padded envelope and send it to: Ttie One 
EEf/Qem X Replacements, Ti-B. pic, T I B, 
House, 11 Edward Street, Bradford, Yorkshire 
BD4 7BH Please allow approximately 28 days for 
your replacement to arrive. 


through a selection of rooms from 
Level 1 (the final game will feature 
six levels with an average of 100 
rooms in each!), pitting your wits 
against all manner of enemies 
from Goblins to Ladybirds (hey. 
these are soma seriously bad little 
bugs you know) . 

INSTRUCTIONS 

Throughout your journey you get 
to pick up all manner of objects 
and use them in all manner of 
places with all manner of people. 
Buildings (in the loosest sense of 
tie word) include Indian wigwams, 
WCs and campsites, while the 
characters include Senile Wizards 
and Hungry Birds. 

To interact with people and 
places just push up on the joystick 
to enter the 'interaction menu'. 
Cycle through the various options 
(talk, use, bribe etc.] until you gat 


what you want. Logical use of the 
objects reveals clues for later in 
the game f for example, the seed 
might best be used with the 
hungry bird. 

The rest of the controls are 

simplicity itself; 

Joystick left - Move left 
Joystick right.- Move right 
Joystick up - Jump, climb up 
ladder, enter shop or 'interact' 
Joystick down - Duck, climb 
down ladder 

Space bar - Enter interaction 
panel 

LOADING 

Simply put the disk in the drive 
when the workbench screen 
appears and select Elf from the 
menu. The program will now load 
automatically. 
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JL before him. It was in rotten shape, bits of 
wood falling away every time someone merely 
breathed in it's direction. He bad to cross it, his 
destination lay on the other side. Thorag 
dismounted from his horse and sat down beneath 
a large oak tree* What was he afraid of? He'd 
stood his ground against hordes of barbarians 
before, braved the fiery pits of the underground 
lairs, he'd even risked his life with the Undo ad 
Zombies of Ulm, no one had ever done that 
before. So what was his problem? 

He was afraid of heights. 
Silly, but true. The world's ^fl 
most ferocious warrior was jM 
afraid of heights. It was at M 
[east three thousand feet to M 
the bottom of chasm and M 
the fact that the bridge 
kept falling apart every 
time he looked at it didn't HB 
help. Yet the prize that lay V 
beyond... 

He was being childish. 
Standing up quickly he tied 
his horse to the tree, checked the 
contents of his pouch and put a foot 
on the first wooden plank. The bridge 
creaked its annoyance, causing the sweat on 
Tho rag's brow to double. He put his other foot 
on the next plank. The bridge wobbled slightly 
but soon steadied itself. Thorag let out a sigh of 
relief. 

Perhaps this wouldn't be so bad, he thought, as 
he clung to the ropes on either side. He 
continued to walk and with every step the bridge 
became more fragile. He Looked down, his first 
mistake. The bottom of the chasm seemed to 
zoom up to him screaming "Come and join me". 


His grip tightened around the ropes as he forced 
his gaze away from the drop below and onto his 
destination. 

Without warning a holt of blue light shot out 
of nowhere, filling his mind with strange 
thoughts. Flying boxes of metal exploding in the 
sky, weird alien creatures, futuristic technology, 
two square pieces of plastic. He shook his head 
and quickly carried on. 

A snap from behind caused him to 
turn his head. The ropes had 
snapped! Any second now the rest 
fck of the bridge would go with it. 
Bk Thorag hurled himself at the 
■L far end of the bridge as the 
K bridge swung away beneath 
Wk him. His hand grasped a 
stray piece of rope and he 
held on for his life as it 
swung him into the cliff 
W face. The wind rushed out 
W of him as he collided with it 
W but somehow he hung on. 

fie started to haul himself up 
1 lthe rope and clambered 
onto the grass at the top. He rolled 
onto his back, let out another breath of relief 
and sat there looking at the sky. A shadow passed 
over him, growing larger and more menacing. 
Thorag tensed and looked at the large, dark 
figure striding towards him. His hand reached for 
his sword, only to find it gone. It must have 
slipped out of its sheath on the bridge. Damn. 
The figure loomed closer and opened it's mouth. 

/I C**rry r we're sold out," it boomed, "Why 

3 don't you try subscribing to The One, it 
would make life a lot easier.'" The shopkeeper 
turned back leaving Thorag to his rage. 


- FOR ALL THE LATEST NEWS 
ON THE LATEST GAMES - ON SALE MAY 26TH 
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GAMES FOR HIRE? 

Dear The One, 

When buying computer games I look through 
the reviews etc. and then go and take a look 
at the one that I want at my local retailer, but 
sometimes this is not enough, 

Most games have an instant appeal factor which 
may look good for the few minutes of playing in the 
shop, but after a few hours at home disappears 
leaving you feeling a bit cheated, 
Would it be feasible to have a computer hire shop 
which operates like a video hire shop, hiring out 
games for the night? That way you could really see 
the depth of the game and whether you will be 
getting your £25 worth. 

I'm sure some of the other readers have had the 
same problem as I have when buying computer 
games. Can they suggest any other ways of seeing 
games to their full capabilities, as many shops 
disapprove of buyers spending hours on a game 
before buying or not buying it. 
Simon Romans, 
High Wycombe, 
Bucks. 

There are a number of problems connected with the hiring 
and tending of computer games, but by far the biggest is 
the question of royalty payments to software authors. Book 
fending libraries are able to operate because of something 
called the 'Public Lending Agreement' - a Government- 
administered fund which pays royalties to authors 
depending on the amount of times their books are 
borrowed* in order for software libraries to become viable, a 
similar system would have to be introduced to compensate 
programmers. 


VIRTUALLY HERE 

Dear The One, 
At last! In the past two 
months ! have noticed an 
increase in the coverage of 
computer-related 
entertai n me nt o n T V. There 
was an item on News At Ten 
about the new Virtual Reality 
(VR) arcade machines and 
Q.E.D.'s excellent Granny's 
Greatest Thrill, featuring VR 
and military simulators (re- 
dressing the balance after 
their last 'shock' report into 
computer game addiction). 

Other readers may also 
have noticed reports on 
Tomorrow's World about a 
keyboard and music 
package running on the 
NES and a demonstration of 
Roland's new 3D Sound 
including Xenon 2 on CDTV. 

Perhaps the best news of 
all though is a new VR game 
show hosted by Red Dwarfs 
Craig Charles, due to begin 
soon on ITV. I believe the 
show will feature players 


kitted out in full VR suits and 
the viewer will see the 
computer-generated action 
rather than the human 
contestants. 

Such coverage can only 
help to lift computer 
entertainment out of its 
unfortunate and undeserved 
'cult' classification and 
encourage people to invest 
in VR when it becomes 
available for the home, This 
can only be good news for 
long-suffering games 
players like myself, as 
generally an increased user 
base means lower prices. 

A vote of thanks must go to 
your magazine for your 
coverage of topics like VR 
and CD which the TV 
companies seem to be 
catching up with. It would 
seem that the critics who 
complain about coverage of 
un affordable and/or 
I unavailable hardware are 
about to be silenced. CD 
and VR are on the way to 


the home sooner than they 
think and I for one can't 
wait. 

Stephen J. Richardson, 
Whitley Bay, 
Tyne and Wear 

The forthcoming CD and VR 
products are exciting to say 
the least Unfortunately, 
despite aft the media 
coverage given to the 
games aspect, VR is still 
some way from being the 
next games medium. The 
companies that are 
investing in VR technology 
are still researching more 
practical' uses such as 
training military and 
commercial pilots, training 
military and police forces in 
the use of firearms and, 
naturally, the medical 
possibilities. Imagine a 
surgeon being able to travel 
through a VR simulation of a 
human body. Of course, as 
soon as a games freak with 
the VR technical know-how 
comes along and produces 
the first commerciatly 
available VRgame, there's 
going to be no turning back. 
By the way, for more about 
the VR gameshow that 
you've just mentioned turn 
to our feature on page 28. 

I SOCCER SOUNDS 

Dear The One r 

Kick Off is just about perfect 

now but the game is lacking 

sound. 

So how about Anco 
bringing out a sounds disk? 
They could go to different 
football matches to find out 
the different songs sung and 
get them down on disk. Also 
you could have claps when 
the 'keeper makes a save, a 
permanent crowd noise 
rising when a team breaks 
or someone goes on a run 
and booing people. Also 
whistling near the end of a 
match would be effective. 

Another thing that would 
change the game would be 
different nets on the goals. A 
soggy net that flew 
backwards when the ball 
went in the back of it. With 
some neat graphical 
touches they could take 
away the boards behind the 
goals and put in a close-up 


stand (terrace), so that when 
people score you see the 
crowd go mad. 

In Final Whistle, the 
players jump on the scorer 
when a goal is scored - 
instead of that players 
should run into the corner 
where the crowd is cheering 
and celebrate. 

My friends and I realise 
that this would take some 
brilliance but we believe 
Dino and company can do it 
Come on Anco, hurry up 
with Kick Off 3 (please). 
Paul Beevis. 
Thorpe End, 
Norwich 

FOOTBALL 
FROLICS 

Dear The One, 
Recently a friend came 
around to my place to play 
Kick Off 2 because he 
hadn't seen it, so I left him to 
play it while I had my tea. 

When 1 came back he was 
very upset and said that the 
game was a load of rubbish 
and that he only had three 
players compared to the 
opposition's 22 and that his 
team didn't show any 
interest in playing football 
and hadn't once kicked the 
ball and were hardly ever 
seen on screen. 

We both had a good laugh 
about the whole thing when I 
pointed out that his so called 
learn' were actually the 
referee and the two 
linesmen, 
Mark Watson, 
Lea, 
Preston 

Lucky you both saw the 
funny side, eh? Do any 
other readers have amusing 
'computer mistake ' stories? 
tf so., send them in to us and 
we may send you a prize 
(then again, we may not). 

GOOD TO BE 
GREEN 

Dear The One, 
I feel I must write to you to 
express my views on a 
certain subject - the 
packaging of games. Are the 
large boxes which games 
I are being packed In really 
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necessary or are they just 
there to publicise and 
promote the games along 
the lines of 'big is best'? 

In this time when we 
should be addressing the 
cost to the environment of 
the waste whtch the public 
consume each day, it cannot 
be acceptable to the 
majority of the games- 
buying public to allow 
software companies to 


parcel up games in large 
bo*es, just to promote them 
as being gigantic. 

Some software houses do 
use big boxes because their 
products require them 
(Lucasfilm with Battle Of 
Britain, for example), but 
surely it ! s not necessary in 
every case. 
Martin Power, 
Rotherham, 
South Yorkshire 


THE END IS NIGH 

Dear The One r 
I'd like to comment on two 
letters printed in the April 
issue. I sort of agree with 
Derek Richardson's opinion 
about end sequences. The 
two games I've managed to 
complete were ridiculous 
under this point of view. But 
playing them was very 
enjoyable! 


MONEY FOR NOTHING? 

Dear The One, 

There's a lot of talk, mostly from software publishers, about the amount of money 
lost each year through software piracy. 

Now, wh ile I don 't want to condone piracy in any shape or form, I believe that 
software houses do nothing to help themselves by tackling the problem in the 
wrong way. 

Many parallels can be drawn between the software industry and the music 
industry. For one, both are plagued with "professional pirates 1 who are making easy 
money off someone else's hard work. But piracy has been around in the music 
industry for far longer and even with the larger finances available to combat piracy, 
record companies are still no nearer to defeating the 'bootleggers 1 than 10 or 20 
years ago. 

The unfortunate fact is, that while you may catch the odd syndicate of pirates, 
many more are still able to continue to operate unabated The reason for this is 
clear, they can offer a product available in the shop for far less (visit Cyprus and 
you can buy Amies latest film for the cost of a tape). 

It is in this area that software companies can help both themselves and ordinary 
Joe Public. If you look at the average price of a Top Twenty game, you can expect to 
pay between £25-30. If you compare that to the price of a Top Twenty CD, then the 
price is less than half that, around £12. 

How can software companies justify charging this extortionate amount? 
Especially when they know that the majority of software is purchased by the 15-25 
year old age bracket, the bracket with the least amount of money to spend. It's no 
wonder people are tempted to buy a copied version for a fraction of the price. 

So come on software houses, give us, the real victims, a break. It's getting really 
hard to tell who the REAL pirates are now!! 
Aiden Kearns, 
Gatow, 
Germany 

Dear The One, 

I read with interest, in both yours and other magazines, the continuing debate on 
piracy. I would like to air some of my views. 

Accepting the fact that piracy is morally wrong, I disagree with the so-called do- 
gooders, that nobody should touch it because it is implied that this in turn pushes 
up the price of software for the rest of the public. 

Well, firstly may I say that without encountering these pirate copies of software, I 
would not have bought several of the games that I now own. Which brings me to my 
second point, the cost of the software itself. Everybody, including yourself, justifies 
the high prices due to programming the games, production and packaging costs 
(plus an attempt to counter piracy itself). Well I can go with the programming costs 
but as for production costs, sorry but no. How can the software companies justify 
the £20-30 price tag for 16-bit games, when they can sell off the same game on a 
different format for around £10? 

Now you can't tell me that the cost of disks has anything to do with it. After all, 
your magazine advertises blank disks for around 40 p, when I suspect that tapes 
would cost the same, if not more. As for piracy, well I don't honestly believe that 
any society will ever banish it, be it software, music or video, 
Paul Jones, 
Address Withheld 


However I can't see a 
point in net buying games 
from companies who don't 
code great end sequences. 
Maybe it's because I'm not 
one of the great gamblers 
who complete a game in 
short periods. The main 
thing for me is 
addictivenessl 

Another of your letter 
writers, D. Roher, is the 
coolest dude IVe ever heard 
of: "Do I break the law by 
owning i I leg at copies?" Do 
you break the law by owning 
stolen money? But he wrote 
one thing that puzzles me. 
Do British crackers really 
mention their address and 
phone number in their 
intros? Are they mad? Why 
don't they just queue in front 
of the jail? 
Thomas Adams, 
Solingen 1 , 
Germany. 

MORE SPEED 
PLEASE 

Dear The One, 
Can I please use the good 
offices of your magazine as 
a way of contacting the 
Bitmap Brothers. This letter 
is specifically meant for 
them to read, but it would be 
interesting to see other 
readers 1 views on the 
subject. 

The first thing that I would 
like to do is thank the 
Bitmaps for producing the 
greatest, most playable 
game ever (move over Dino 
Dini) - 1 am of course 
referring to Speedbatl 2. J 
have spent countless hours 
battling with the best that the 
computer could throw at me 
{as my poor neglected wife 
will confirm). 

My main reason for writing 
this is to ask the Bitmaps to 
consider (if they haven't 
already done so) bringing 
out a data disk or disks (as 
Anco are doing with Kick Off 
2) to make this superb game 
even better. 

As a two-player game it 
needs nothing really adding 
to It, however in the one 
player mode it has one or 
two limitations which detract 
from the game's long-term 
testability, the mam one 
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being the fact that the game 
comes to an end after a 
maximum of two seasons 
when in the league option. It 
lacks the continuity needed 
for the long-term enjoyment. 

One or two of the ideas 
that I have come up with are 
only minor additions, but at 
the same time are things 
that I think would enhance 
the overall atmosphere of 
the game. Things like the 
addition of individual team 
colours (similar to the kit 
design option in Kick Off 2) 
and individual team insignia. 
The insignia of the home 
team could be displayed on 
the floor of the arena, 
around the centre line {as 
they do in American football) 
to give a real home and 
away match feel. Also, 
teams playing at home could 
be programmed to slightly 
raise their game and thus be ' 
Stronger than when they 
play away matches, so 
aiding home advantage. 
As I have already said, 
these are just minor 
changes, the biggest 
addition that I (and I am sure 
many others as well) would 
like to see is an expanded 
league system to enable the 
game to be ongoing, thus 
enabling you to keep your 
team of carefully nurtured 
players together through 
thick and thin. The format 
could copy that of the 
football league, with four 
divisions and include 
promotions, relegations and 
cup competitions at various 
times throughout the 
season. The transfer market 
could be expanded to allow 
star players to be available 
to all teams, so that over a 
period of time teams like 
Revolver and Raw Messiahs 
could improve rather than 
just being the league jokers 
year after year. 

I am sure that the "Bitmap 
Brothers could come up with 
other and probably better 
ideas than these and other 
readers could add their own 
thoughts. I started thinking 
about all this just after I had 
played 28 games in a row 
(allowing for the odd break) 
and had won both the 
second and first division 
titles, thereby ending the 
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SERGEANT SOFTWARE 


Strong of arm, wise with words and generous 
with games, everyone's famous N.C.CX 
continues in his quest to bring software to the 
needy. If you think you fit into that category, 
send your begging tetters to: Sgt. Software, 
The One, EMAP Images, Priory Court, 30-32 
Farringdon Lane, London EC1R 3AU. 



Dear Sarge, 

I am an ugly-looking schoolboy with no money. 
Things are so bad fiat when I go around to the 
shop for my favourite magazine I get picked on 
and everybody laughs at me. So now I'm going 
to stay in my room for the rest of my life - please 
send me some games to keep me company. 
Wayne H. p 
Tamworth. 
Staffordshire. 

Believe me, Wayne, I sympathise completely 
with your plight for, although it may now be 
almost impossible to believe, t too was once an 
ugly teenager. However I'm not sending you any 
software as the answer to your problems fs not 
to sit in your bedroom sulking - get out there into 
the real world and revel in your ugliness. You 
never know, one day you may grow up to be a 
glorious hunk of manhood just like me. 

Dear Barge, 

I was once a very happy computer with a caring 
owner. 8ut now I think that he has another - a 
small human, a girl I think, who goes by the 
name of 'daughter 1 . If I could send him a gift of 
my own, to show how much I cared for him, it 
might help make him see who his true love really 
is. You're my last hope- 
Anne Onymous 

(Itvm iove of Wayne Morledge), 
Derby. 

Just face facts Anne, you've lost that loving 
feeling, now it's gone, gone, gone... (don't worry 
though, Wayne's daughter will be grown up in 
about 1 6 years and then you can get back 
together). 


Dear Sarge. 
My mentally handicapped son John is 15 years 
old and very fond of his computer which he won 
from a magazine. As my wife and I are both 
unemployed (and living with my mother}, we are 
unable to buy games. The computer is John's 
only decent possession, so we would be very 
grateful if you could offer a small amount of 
software to him as a surprise from us. 
S. Mooney, 
Liverpool, 
Mersey side. 

Your tale has warmed even the coldest cookies 
of my heart. £100 worth of software will be on its 
way to you in the very near future. 

Dear Sarge, 

One day my brother went to Margate. While he 
was away, I decided to play on his computer - 1 
shoved in a disk but it didn't work so \ reset it 
and then put in a few more disks, but nothing 
worked. When my brother got home, 1 told him 
what happened, He tried them out and said 
angrily: "You've put a Virus on every disk.". He 
looked as though he was going to hit me, so I 
pulled at his T-shirt for mercy - but I ripped it. He 
said: "You have one month to get me £100 
worth of software and a T-shirt." Help! 
Lee Burlingham, 
Welwyn Garden City. 
Hertfordshire. 

Sorry Lee, but you've made your bed so you can 
lie on it Your brother may seem harsh, but to be 
perfectly honest if you'd mined my software 
collection (which you couldn't because it's so 
vast) id have probably done exactly the same. 


game. So my team of 
superstars were to be 
disbanded and I would have 
to start again from scratch 
next time. This is fine for a 
couple of times, but it soon 
starts to get annoying 
having to start again in the 
second division where the 
game speed is so slow 
compared to the first division 
and you have to go about 
buying the same old star 
players. 

Having read this last bit 
back to myself it sounds as 
though \ am knocking the 
game, but that is the last 
thing I want to do. As I said 


at the beginning of the 
letter, Speedball 2 is in my 
opinion the best game 
ever and I am just looking 
for ways to increase its 
longevity. 

I hope that Eric 
Matthews from the Bitmap 
agrees with at least some 
of my comments (1 believe 
that he was the guiding 
light behind the project) 
and can see the 
possibilities. 
Robert Kirk, 
Thorneywood, 
Nottingham 

Over to you Bitmaps. . . 


The One's offices are located 
just across the road from 
The Guardian 's building - 
which may be the reason 
why we received the 
following letter which was 
actually meant for that 
paper's note and queries 1 
section... 

"Has anyone ever calculated 
the area that would be covered 
if every single person on the 
planet were to stand shoulder 
to shoulder in one place?" 
Does anyone out there know 
the answer - and, more to 
the point, does anyone really 
| care? If you do know, keep it 
to yourself you boring git! 
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Gremlin Graphics Software Ltd, 
Carver House, 2*4 Carver Street, 
Sheffield SI 4FS Tel: (0742} 753423 
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TWO MORE 
FOR BUDGET 


GOOD NEWS FOR THOSE OF YOU ON THE l,QOKOUT for a Eew cut-price 
classics (that's just about evervnne. isn't it<). Not ones to be left out when 
there's a bandwagon going 


around, both Dmaarkand 
Psygnosis are planning to re- 
release some of their bulging 
back catalogues on two ail- 
new budget labels. 

Domark's little one has 
been christened Respray and 
is expected to churn out two 
new titles each month, 
starting from April Top of 
the list are the slick Liana To 
Ksfi and the classic Hani 
Drivrn'. If you want them, all 
you have to do is hand over 
£7.99. 

The first releases 
due out on 
Psygnosis' label, 
Sizzlers, include 
Baat, Baltistix, Blood 
Aioney arid the 
excellent Infestation, 
A definite price 
point had yet to be 
decided for these as 
The One went to 
press,, but chances 
are that you'll be 
able to get your 
grubby mitts on 
those games you 
missed first time 
around in exchange 
for a wad no bigger 
than a tenner. 


LICENCE 

To Kill 



Licence To KUt (top) and Biood Money: mora for less. 


1 A LEMMINGS 

Psygnosis 

2 NE TURRICAN 2 

Rainbow Arts 


SPEEDBALL 2 

Image Works 

SWIV 

Storm 


5 A FANTASY WORLD DIZZY 

Code Masters 

6 NE R-TYPE 

Hit Squad 

7 ▼ THE FINAL WHISTLE 

Anco 

8 NE LITTLE PUFF 

Code Masters 

9 T F-19 STEALTH FIGHTER 

MicroProse 

10 A A-10 TANK KILLER 

Dynamix 



GOGGLE BOX 

WHO THAT A TV HAS TO BE SQUARK Philips doesn't. 
Wiih the Discoverer, the Dutch electronics giant is targetting the 
untapped hip and trendy TV market - the kind of people who want 
a TV which "looks attractive both on and off." So, if you think 
you'd be over the moon with a TV shaped Jike a space-helmet in 
the cornet of your bedroom here's you r chance • The Discoverer, 
complete with detachable black visor, dark glass 14 T screen, 
anthracite remote control and sleep timer is a mere snip at £249.99. 


AD&D GOES 3D 

HOT ON THE HEELS oF Pool Of Radiance, Curse Of 11* 
Azure Bonds and other such SSI classics, comes Bye Of The 
Beholder, the first ADflil) 'second edition' computer role- 
playing game. 

The story, set in the Forgotten Realms city of Waterdeep 
and based on the TSR modules Waterdeep And The North, 
City System and The Ruins Of Underrnountabt, deals with 
the exploits of a group of adventurers assigned to search 
the metropolis" underground for signs of a criminal 
mastermind. 

There are six different races and character classes to 
choose from a.nd the escapade takes place inside 3 3I> 

environment 
complete with a new 
Dtwgeoti Master* 
style point-and-click 
interface. Eye Of 
The Beholder is 
available now at a 
price of £29,99 - and, 
believe it or not, its ■ 
sequel, Eye Of The 
I* conmiBum you to ftn* tie n^rr, » ^thctder Z, is already 
(his cuiX, nr«£ destroy it if you an a6fe undcr development 
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THE GEAR! 


MOVE OVER GAMEBOY, your position as the number one hand-held games 
machine could be in jeopardy, thanks to a colourful little fellow that's just 
arrived in from Tokyo. 

Virgin Mastertronic - the company that's already brought some of you the 
MegaDrive - is now going to take its attempts at world domination to the 
streets with the launch of Sega's latest brainchild, the Came Gear handheld 
console. 

This machine, which has already sold over l ? O0O ? O0O units in Japan since its 
launch three months ago. sports a 3-2 77 backlit LCD screen (which can display 
up to 32 colours simultaneously) and pumps out stereo sound through its built- 
in speakers, 

Power is supplied by six LM batteries (that's Walkman batteries to the 
uninitiated) , which will be initially gobbled up by a range of software which 
includes Super Monaco G.P., Columns, Mickey Mouse, C-loc, Wonderboy, Dragon 
Crystal, Shitiobi, Cotdtn Axt and Pmgo. 

A number of optional extras will become available over the months following 
the machine's initial launch, including stereo link-up cables, car cigarette lighter 
adapter link cables and so on - but what makes the Game Gear unique among 
its peers is its ability to convert into a colour TV by the addition of a TV tuner 
module which should also be available later this year. 

Virgin intends to get the Game Gear into the shops by early Summer, with 
the standalone machine setting you back just a penny short of a W - and 
hopes to shift at least 100,000 of them before the end of the year. But if you 
don't fancy spending £99.99, and want to be the first kid on your block to have 
32 colours to play around with, then why not enter our simple competition^ 

All you have to do is answer the following question: Pop the answer on the 
back of a postcard and send it to Get The Gear, The One, EMAP Images, 
Priory Court, 30-32 Farringdon Lane, London EC1R 3AU. Entries will be 
accepted right up until the close of p)ay on May 9th 1991. 


THE GOAL-DEN SHOT 

The Kick Off 2 
Golden Goal Of The Month 
PRESENTED BY THE ONE 
MAGAZINE AND ANCO 
THE KICK OFF 2 GOLDEN GOAL 
CHAMPIONSHIPS 

THIS MONTH SEES YET ANOTHER FIRST for the 
Golden Goals competition - our first ever 
international winner! Yup, ail the way from 
Sweden, home of Arsenal's overly-dramatic 
Anders Li m par, comes Robert Halvarsson and 
an effort that would make even Tottenham's 
glorious but deadly striker Gary Lineker proud, 
Robert is the first (but we hope not last) 
international player to make it Into the Kick 
Off 2 Championships. How did he get there? 
Like this... 

TAKING THE BALL 
NEATLY from the 
'feet of his 
opponent during 
a tough cerrtre- 
t i rule battle, , 
Robert's number 
■ four breaks free 

and lays in a long 
floating pass 
towards the 
corner flag. 


TIMING HIS RUN 
to perfettion, the 
-fleet-footed 
winger picks, up 
the pass and turns 
towards the goal. 
As he onters the 
area a superb 
turn around the 
hapless defender 
leaves him dear to 
chip in a cross. 

THE BALL FLOATS 
ACROSS the 
mouth of the goal 
as the 'keeper 
dives to cover it- 
But Robert's 
Lineker clone has 
launched himself 
to make a 
spectacular flying 
header - goal I 



Oo you have a goal that could make even the heroes of 
White Hart Lane stand up and take notice? If so, send it to 
Golden Goals (Kick Off 1 Championships), The On* 
Magazine, Priory Court 30-32 Farringdon Lane, London 

EC1R 3 All Don't forget the prize is now an entry into the 
Kick Off 2 Championships and that we only want the best, 
the very best, anything less just won r t do. Unfortunately we 
are now unable to return disks, even with an SAE, sorry 
about that! 

IGNORE THESE RULES AT YOUft PERIL 

FAILURE TO COMPLY with any of these regulations merits 
instant disqualification. 

1) No more than THREE (3) goals per disk and no more than 
one disk per entrant. 

2) All goals MUST be «ared by the entrant and NOT by the 
computer (even in Position play you have to be the one that 
gets it in the net). We can tell, so don't waste our time. 

3) The disk LABEL must contain the following information; 
the entry's format (Amiga or Atari ST), the entrant's name, 
address and (if applicable) telephone number. A description 
of the goals would also be handy, along with what type of 
pitch they were scored on r 


FIVE GO BINARY 

'IT'S A LOVELY DAY, HURRAH!" CRIED JULTAN, leaping out of bed. '1 don't know 
why, but It always seems very important that it should be sunny un the First day of S 

holiday. Let's wake Anne." 

Marvelling at the beauties of the English countryside, munching chocolate' at midnight 
and drinking lashings of ginger beer - all these pleasures and plenty more ane yours for 
the asking thanks to the first ever computerised version of T.nid Blyton's Famous rive. 

Yes folks, courtesy of Rnigrna Variations, those wholesome, hearty kids are hack. 
Julian, Dick, George, Anne (and Timmy the dog) arc embroiled in their debut digital 
adventure * so it's lucky they wore their ruhhe.r-soled shoes. 

In Five On A Tttastin klwd yuu too can enjoy the thrills and spills of action, adventure 
and twee holiday fun. Yqu can play shy member of the famous fjvr.Home, horn George 
thcndiculous tomboy to Timmy the almost -human dog. 

The whole shebang has been authorised by the Blyton Estate and should be available 
from al I reputable software shops now. 




►EST FOR GOLD 



ADVENTURE! 


The ultimate challenge 
has been issued... now, 
you must race across 
the globe in search of 
fortune and glory to 
become the richest 
duck in the world!! The 
adventure will require a II 
your skills and courage 

ARE YOU DUCK 
ENOUGH? 


AdapmHwt* 


Available for Amiga® - PC / PS - Atari* ST - Commodore 64 


Amiga, Commodore 

are registered trademarks. 

For more information please call 0268 541 212 


© The Walt Disney Company 


"Fast just isn't the word for this 3D - an excellent game that more 
than lives up to it's name." - ACE 

"Epic is one of the finest products i have played this year, the depth 


of gameplay and graphics are of a truly stunning 
standard. the sheer number of vectors used on the 
screen is incredible with the final battle having 
over 500 independently minded ships." ■ Games X 



BOTH AVAILABLE FOR ATARI ST 

OCEAN SOFTWARE LIMITED . 6 CENTRAL STREET . MANCj 


NEWS 


THE NEXT ALL- 
FORMATS 
COMPUTER FAIR 
will take place tn 
Landau's New 
Bottkftitfwd Hail on 
Saturday May iSih. 
Tickets and further 
informati<m can he nod 
from John Riding 6n 
{0225) 


DON'T BL 
SVRPRTSED IF stmt 
of the priits queued for 
seftxvart fit ike latent 
issue <,ce>n ii littlt odd. 
The recent budget'i 
kike in V.A.T. rates 
has meant that the 
£U$9a»d £49-99 
price point* may nat be 
with ttt for vttv much 
longer. We'll keep ycit 

/-V-fiU'. 


ATTACK OF 
NOSTALGIA 

REMEMJJER THE OLD DAYS when computers were called One 
and Vic-20 and most ariade machines sported row upon raw of 
little green meni 
Tf that last sentence has just made you go all Hubby and the 
thought nf having another try at Space Invaders makes 

you weak at the knees, then Domark's 
forthcoming licence 
of Lhe Taito 
coin-op Super 
Space Invaderi 
'$4 could provide 
exactly the right 
nostalgia trip. 

Due to hat the 
shops some time 
around September, 
this updated 
version of the first 
real coin-op smash 
features all of the 
original's bug-eyed 
monsters and firing 
tactics (does anyone 
actually remember 
how many invaders 
you had to kill before 
you got a maximum 
score for the 
rnothership^ plus leads 
oF enhanced graphics, 
new backdrops ?.nd a 
whole array of updated 
alien wave patterns. 

Coming light back to 
the future, Domark, also 
has a whole host of spring 

releases up its sleeves. Watch out for 3D speed noat action in. Hydra, 
Thitndtrja&s (an undersea extravaganza) and R.S.I. Baseball, all due 
out in the next couple oi months. 

By the way, we may not know how many invaders you had to 
shoot, but we do know what R.B.I, stands for... That may sound 
hke a cue for a quick competition - and it is! There's a Domark T- 
shirt up for grabs to the first reader who drops US a postcard 
marked Baseball Bower at the usual address letting us know 
what those initials mean. 

FIVE OF THE BEST 

STAYING WITH DOMARK, its latest compilation contains five of 
the best arcade conversions published for a iong while, namely the 
hilarious sci-fi blast Escape From The Planet Of The Robot Manners, 
the frenetic cops J n" robbers chase A.P.B., the 7e/rrj-rivalling ¥hXy 
the two-player futuristic tank battler Vindicators and the robotic 
American football sim Cyberbalt The Winning Team (foi that is its 
name) is available now at £29.99 




"V/ 


Come on you blues. 


OH BROTHER ! 

MR AND MRS BLUES TWO FAVOURITE SONS, Jake and 
Elwood. are about to take theii 'Mission from God' from the large 
screen to the small, as Titus has signed up the rights to the John 
Belushi/Dan Ackroyd classic, The Blues Brothers. That's about it as 
far as details go. except to say that you can expect a release before 
the end of the year. 



JUST WHEN YOU THOUGHT THAT YOU'D 
SEEK THE BACK OF 

EJ .V I R A (who ' d w an t t o see iflT 
her backr), Micro Value is 
all set do for joystick 
jugglers what Accolade's 
Elvira - AUstress Of The 
Dark did for adventurers. 

An Elvira arcade game is 
currently being 
programmed by Flair 
Software (in conjunction 
with the adventure game's 
programmer, Horrorsoft) 
and features the great witch 
herself fighting wickedness 
in tandem with her trusty 
pink poodle. 

Together they battle 
through three different 
alien-infested worlds 
fighting evil, enchanting 
monsters and battling 




Billed by Micro Value 
spokesman Colin Courtney 
as an arcade game with 
parallax scrolling and Beast- 
sized graphics,, the new 
Elvira experience is due out 
in October. 


The woman in black ■ all set lor 
her arcade debut. 


Klar. now jusl part of a winning team. 


— 
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NEWS 


WHEN THE 
CHIMPS ARE 


ELECTRONIC ZOO BECOMES YET 
ANOTHER PUBLISHER to dip its toe into 
budget pool, with the announcement of its 
Monkey P: us i r.ess label. The f i r.=.r four re- 
releases to bear the monkey's mark will be 
{appropriately) Jungle Book, Paris-Dakar 
Rally, 10,000 leagues Under The Sea and 

AsierLx, which will set 
you back £7.99 
each and 
should 
be 



available 
some rime in 
April. Meanwhile, 
Electronic Zoo has a fluffy monkey to give 
away to anyone who can come up with the 
cleverest, wittiest, and most rib-tickling 
name foi their label's monkey ma sent. 
Send in your suggestions on the back of a 
postcard remembering to include your 
complete name and address to Monkey's 
Uncle. The One, Emap Images, Priory 
Court, 30-32 Farringtion Lane, London, 
EC1R 3AU, and you too could be playing 
zoo at borne. 


REMIXES AND RE-RELEASES ar«r; f 
just confined to the music biz, as 
Nova nem s latest release demonstrates. 
Encounter, by Paul Woakes (the chap 
behind M&rc&nary and Damocles), Is 
about 10 make a reappearance dressed 
up In all-new 1 S-blt clothes. Make your 
encounter now - for £20.42. 



MAKE TRACKS FOR CASH 

FOR ALL WOULD-BE ENGINE DRIVERS who just haven't got the cash or the 
floor-space to splash out on a Hornby. MicroFrose's PC simulator Railroad 
Tycoon (reviewed way back in Issue 21) was a dream come true. 

And now that dream could be your too, as this superb 'train 'n' transaction' 
game is about to make an appearance 00 your computer. 

Using a Sim City style interface, the game allows you to wheel, deal and build 
your own railroad in Europe, England or the American East and West coasts. 

I£ you've got what it takes to cope with disaster, fluctuating prices and 
ruthless competition, you can build up your humble empire from tiny branch- 
line into huge transcontinental concern. All you need is skill, perseverance - oh, 
and £29.99. 

ON-LINE TIME 

CR1 IS DEAD, LONG LIVE ON-LINE ENTERTAINMENT. CRL, the veteran London- 
based publisher finally closed up shop last month after a long and varied career which 
produced such notable fl-blt fare as Tau Cat and jack The Ripper. 

However, this tradition may yet continue, as in true phoenix style, a new company has 
formed from the ashes - that company is On-Line Entertainment. 

The first release from the newly-formed publisher is to be Rattle Bound, a scrolling beat 
: em up where the honky hero, Calumn, enters the Temple Of Fain in a search for the all- 
powerful Golem. You guessed it, this results in three-levels 
oi backing, slashing and animated mayhem. 

To promote this release,. On-l.ine is offering one lucky 
reader of The One a chance to pick up the flashy a*e 
pendant shown here - it's so sharp it'll probably take 
your head off. mt- 

To be in with a chance 
to pick up this enviable 
prize, just answer the 
following simple 
question: What weapon 
does White Dwarft character 
Thrud the Barbarian use to slaughter his victims^ 
Pop the answer on the back of a postcard (or scaled 
envelope) and send it along wirh your name and address to: 
Bound To Win, The One, EMAP Images, Priory Court, 
30-32 Farringdon Lane, London EC1R 3 ALT to arrive no 
later than May 9th 1991. 




NERS... WINNERS. ..WINN 


[W IS SUE 30, STORM'S SWT/ 
COMPETITION offered one lucky winner the 
chance to drive away the 'Midnight Pumpkin', 
a fabulous rcm-a-c-concfiilled t/14th scale 
customised 1953 Ford F-1(X> pick-up truck. 

However, the three questions we asked 
proved a little ceo difficult, as most of you put 
■clown Silkwom as Storm's first release - the 
correct answer is, of course, that Storm opened 
its account with St Dragpn\ 

Some r>f you did get it rigbc though, and the 


eventual winner, wholl soon be burning 
rubber all around Norfolk was... James 
McGhee of Norwich. Safe driving James. 

Also in Issue 30. US Cold offered driving 
fans a chance co test their skills at a racing 
school at the famous Silverstone circuit. 

This time it was our turn to make a small 
mistake with the questions: as Chns Gray 
from the Isle Of Wight pointed out. the first 
question should have read 'Which famous. 
British sportsman drove for Ferrari's Formula 1 


racing ream4', as Nigel Mansell has now 
moved to Williams. Thanks far pointing that 
out CO US Chris, but there's no pnze an its way 
Co you - as nobody Likes a smart-ass. 

Huge amounts of you did manage to answer 
the three questions just the way we liked 
them, hue the one which separated itself from 
the crowd came from... Martyn Reed of Kenley 
in .Surrey Congratulations Martyn, if you hold 
a full Licence, you'll be zooming around 
Silverstone an next to no time. 


THOSE OF YOU 
WHO ARE TOO 
LAZY us unplug your 
tmu.it whin y$u mdnj 
to indulge in a Utile 
twO'player tomfoolery, 
may be interested in a 
new product front jesty 
UK. The Roboshift if 
an extension (aWt 
whith cctiverii <mt tff 
your cmpum't 
joystick ports into s 
double socket, allowing 
two joysticks and a 
mouse la be used 
simultaneously. For 
furihsr deiailf, (urttatj 
Josty on {QUI) 



fUST WHEN YOU 
THOUGHT THAT 
[oysticfes couldn t get 
any weirder, along 
comes Spectravidto'i 
Mania Rtty to prow 
you wrong Heralded 
as 'probably the most 
<om fort able- joystick in 
the world', the Mams 
Rays unusual shape is 
a product o\ a'ds 
supposedly 
erganomkal design, if 
you wrfrff tc test this 
for yourself, the- slick 
should be available 
right now, for £12.99- 



MAY 1991 






AJUBIUNTAML 
CUPTA (Centre) of 
Afko collects the 
award for Came Of 
The Year from our 
very own Laurence 
Scotford (right}. 

AN HVLN MORE 
JL'BLLANTNkIe 
Alexander (second 
right) of Virgin 
Mastcrlronic and 
Nobuhiko Ishihara 
(right) of Scgi collect 
the Hardwire Manufacturer 
editor of Ace (left). 


ON THURSDAY APRIL 4TH, at the Rooftop 
Gardens, Kensington, the most 
prestigious industry awards were held. 
Everybody who is anybody in the games 
world was at the event, which was hosted 

by The One. PC Leisure, ACE, CU Amiga, 
Sinclair User, Computer + Video Games and 
Mean Machines, Following the usual 
industry chat over a drink and a sumptous slap-up feast, the awards 
were presented by funny man Danny Baker from London s GLU radio 

station and the editorial staff of Emap 
Images magazines. So, with hearty 
congratulations to the winners and 
commiserations to those who nobly fell by 
the wayside, \ 
here's who 



ANDREW WRIGHT 
(JJEFT) ofVitpn 
Games collects 
L'roLdu ii award 
from Steve James 
(right), editor of CU 
Amiga. 


you voted for 
in 1991. 


Of The Ye-"u award fmni .firn Dough) s. 


MOMENTS OF TEiKftOR 
(number 53 in a series 
of 100): consulting the 
seating plan to 
discover that you've 
been placed next to 
Laurence Scotford. 

GARY BRACLY OF 
OCEAN (centre) gets 
cornered by Ian 
HethcringlOl) (left) and 
Jonathan Fills (righO, 
buthof PsygnosiS; 1 'So, 
Ocean have won 
Soflwdie Hous:e of the 
Year again, eh 7,—" 




OCEANS CA.RY 
BRACEY (right) 
collects the 
prestigious 
Software- House Of' 
The Year award fom 
Terry Pratt, 
managing director 
of Emap Images. 


BEST GRAPHICS 
Nominations: 


Winner: 


BEST SOUNDTRACK 
Nominations: 


Winner: 

BEST SIMULATION 
Nominations: 


Winner: 


Shadow Of The Beast 2- 
Psygnosis 

Powermonger - Electronic Arts 
Space Ace - Entertainment 
International 

Shadow Of The Beast 2 
- Psygnosis 


Speedball 2 - Minorsoft 
Toyota Celica GT Rally - Gremlin 
Graphics 

Lotus Turbo Esprit Challenge - 
Gremlin Graphics 

Speedball 2 - Mirrorsoft 


F-I9 Stealth Fighter - MicroProsc 
F-29 Retaliator - Ocean 
Kick OfT2-Anco 

Stealth Fighter - 
Microprose 
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THE COMPERE. DANNY BAKER, 
braadfaster. television and radio 
personality - and the- funniest 
man in Lite world,., 


DOMARICS MARK STRAQIAN 
has a moment ofshtei panic 
when he realises rh.ii h<- i .m'l 
hold tits fiJofax and the 1 tray of 
dunks liu ordered at the same 
lin-ic-. 



BEST COIN-OP CONVERSION 

Nominal ions: Golden Axe - Virgin Games 

Rainbow Islands - Ocean 
Off-Road Racer -Virgin Games 

Golden Axe - Virgin 


Winner: 

GAME OF THE YEAR 
Nominations: 


Winner: 


Powermonger - Electronic Arts 

Kick Off 2 - Anco 

Golden Axe - Virgin Games 

Kick Off 2- Anco 


HARDWARE MANUFACTURER Or THE YEAR 
Nominations: Commodore 

Nintendo 

Sega 

Winner: Sega 

SOFTWARE HOUSE OF THE YEAR 

Nominations: Ocean 

Micro Prose 
Electronic Arts 

Winner: Ocean 



THAT WAS THEN. 

LETS GO RIGHT BACK IN TIME NOW, 
to a time when games were games and 
It Came From The Desert was just a 
gleam in Cinemaware's eye. from here 
on, That Was Then...' wiH be a regular 
feature, where we look back at what 
was happening two years ago. 

So, believe it or not* this issue we're 
focusing on Issue # - which was 
launched on an unsuspecting world in 
May 19*9, 

The front cover was (and still is) the 
Ed's Favourite, Featuring dtat distinctive 

blood-stained 'smiley' badge which began life as the cover motif of Alan 
Moore and Dave Gibbons' brilliant Watchmen graphic novels only to be 
briefly adopLed by the short-lived acid house "Summer OF Love'. 

And what better way to kick off this look back, then by asking a well 
worn question: whatever happened to the Watchmen? 

[jl Issue 8 we announced that the ex-Python animation maestro Terry 
Gilliam was to start work on a film of the book. The producer was in 
place (Joel Silver, the man behind Die Hard, Predator and Lethal Weapon 
among others) the script* by Sam Hamm, was knocking around in 'first 
draft' form and Gilliam himself was displaying enormous enthusiasm for 
the project. 

So what went wrong7 

Details become very, very sketchy at this point , but it appears that 
aftec Gilliam's producers had their fingers burned by the massive cost of 
his Baron Von Munchausen project, they were suddenly (and 
understandably) a little less willing to put a great deal of cash into his 
next effort and the tale of contemporary superheroes was put, as they 
say, 'on ice'. 

There is good news though. Gilliam has just finished another film. The 
Fisher King with jefT Bridges, and should this be a success then it's 
possible diat die Watchmen could be his next thing. 

Ocean, who snapped np the licence to the book some time ago, is 
holding fire on producing the computer game until the movie has been 
sorted out. it's highly likely that we haven't heard the last of this one. 

Moving quickly along to games that did actually make it to the shelves. 
Xenon II made its first ever public appearance in our Work In Progress 
pages, The most visible of Bitmaps, Eric Matthews* talking of this soon- 
to-be-a-smash project, was quoted as saying: "Sustaining interest is the 
most difficult thing. You can'E pack everything in lo die Hist level and 
carry on playing." As histoEy lias proved, sustaining interest was the least 
of Xenon 2*s worries. 

The review pages also threw up a bumper crop including Forgotten 
Worlds, Balance Of Power - The 1 99C Edition. Silkworm, Grand Monster Slam 
and RoboCop - but the highest scorer turned out to be Typhoon 
Thompson In The Search For The Sea Child with a relatively low per 
cent. Where is Typhoon now? 

Finally, we carried news of the impending release of New Zealand Stoty 
and caught a first glimpse of Cinemaware's It Came From The Desert and 
also featured Deluxe Paint 111, The Sega Master System and Sierra's launch 
into Europe di rough Activiston. 

Watch out next month for another trip down memory lane as we cast 
our eyes back to the Summer of '89 and Issue 9. 
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ITH ELECTRONIC ARTS 


HAVE YOU EVER WANTED 
TO DRIVE a shot over 300 
i yards? Have you ever wanted 
to get out of a bunker without 
having to throw the ball 
manually. Have you ever 
thought "I wonder if I can get 
the ball to land on that 
rabbit's head? 1 ' Well now, 
thanks to Electronic Arts and 
PGA Tour Golf you can - 
well, almost. 

Spending a weekend at a 
sunny golf course may sound 
good at the best of times, but 
when you spend it at one of the 
Trust house Forte golf courses it 
begins to sound like a dream come 
true. 

Should you win this prize, you'll be taken 
from your home to one of THF's 16 golf centres 
{including famous courses like St. Andrews and 
Royal BirkdaleJ, where you'll spend the weekend 
golfing, eating, golfing, eating and golfing. For those 
of you not quite so proficient, free tuition is included. 

And there's more! The 10 runners-up will each 
receive an exclusive, lirruted edition Executive 
Golfing Shirt. 

So you want to get clubbing? Then simply answer 
our three brain-taxing questions! pop them onto a 
postcard or the back of an envelope along with your 
name, address, telephone number, age and shirt size 
[S, M, Lor XL) and send it to Golfing Giveaway, 
The One Magazine, Priory Court, 30-32 
Farringdon Lane, London EC1 R 3AU, to arrive no 
later than May 9th, 1991. 



1 En golfing terminology what 
does an eagle represent? 

a) A large bird flying over 
the course causing a 
distracting shadow, 
allowing the player to 
take his shot again 

b) A nickname for a 
particularly accurate 
shot 

c) Sinking a putt two 
strokes under the 
hole's par 

2. Which famous golfer 
does not currently 
endorse a golfing computer 
game? 


a) Jack Nicklaus 

b) Greg Norman 

c) Bruce Forsyth 

3. What is the 
common name for 
the equipment shop 
found on each golf 
course? 

a) The Pro Shop 

b) The Tee Shop 

si-Ma BulrW 

do** os you'll get ho golf 
on your Amiga, 


THE SMALL 
PRINT 

The editor's 
decision is final 
9nd no 

correspondence 
will be entered 
into. Employees 
of £MAP , 
Electronic Arts 
and Tru si house 
Forte, plus 1 heir 
Iriends, 
relatives, 
acquaintances, 
people who've 
passed them in 
l he street (and 
so on) are not 
allowed to enter. 
Winners names 
will be 

published in a 
future issue of 
The One. 




r 
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Back in 1987, 
Broadsword 
Productions' 
Knightmare first put 
adventure games on 
national TV. Four 
years on, the company 
is hoping to repeat 
that success with 
Cyberzone, a game 
where The Crystal 
Maze meets virtual 
reality. Kati Hamza 
tunes in. 



BECAUSE THE GHAPHICS are only 
4 2D simulation of 3D, it was vital to 
hit upon a way of touching objects 
which didn't cause any problems 
with perspective. Using a pistol 
dispenses with ttie need to judge 
distances accurately - all you have 
to do is ! line up your sights, squeeze 
the trigger and hope for the bast. 
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ed Leader is poised for 
action. Her shoulders are 
hunched and there are 
beads of perspiration on her brow. 
As she searches desperately for the 
target building, the sights and 
sounds of the city blur into one. 
Instructions from her Controller are 
pounding in her ears - keep left, 
watch out, Blue Leader is dose. 
Suddenly there's a tremendous 
noise as a car races by , only missing 
her by millimetres, before speeding 
into the distance, 

For someone who's just missed 
death by a whisker Red Leader looks 
remarkably calm. Why shouldn't she 
be? The car isn't real and neither is 
she. This is the Cyberzone - a 
completely interactive virtual reality. 

However, unlike most virtual 
worlds you won t find it inside a 
specialty manufactured helmet or 
booming out of a high-tech headset 
in quadraphonic glory. Cyberzone is 
virtual reality tailored for TV, 

Cyberzone is the brainchild of a 
collaboration between TV produc- 
tion company Broadsword and 
Dimension International, a sister 
company of game developer Incen- 
tive. For Ian Andrew, head of 
Dimension and designer of such 
Freescape classics as Driller, Total 
Eclipse and Castle Master, it's his 
second taste of wo rki ng for TV, He ' s 
already contributed graphics for 
another Broadsword production, 
BSB's The Satellite Game. 

That, and Broadsword's other 
previous production, Knightmare, 
were adventures complete with 
costumes, actors and scenario - 
Cyberzone is different. Producer 
Tim Child defines it as: "A new 
teles port - a straightforward sporting 
encounter with a 
lot of strategy 
thrown in." 

Each pf these 
'encounters 1 
lasts for 30 mi- 
nutes and in- 
volves two 
teams of two 
players (no 
strain was ex- 
erted on the pro- 
ducers ' imagi- 
nations here, as 
the teams 
answer to the 
names 'Red 1 
and Blue ), both 
aiming to be first 
to reach the cen- 
tral plaza of a 
city and turn the 
golden globe ro- 
tating at its heart 
(appropriately 
called Centre- 
point) to their 
own colour. 
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En route, there are obstacles to 
negotiate, rogue vehicles to dodge 
and buildings to explore. Targets, 
some of them mobile, are scattered 
about the city - lagging these with 
your pellet pistol gains extra points. 

Inside the virtual world, displayed 
on two giant video walls, each 
team's 'moves' are played out by a 
cyborg directly under the Leader's 
control. The cyborg is manipulated 
via a mobility station which elect- 
ronically recreates its physical 
movements on screen. When the 
Leader runs, the cyborg runs, when 
he crouches, stops or turns, the 
cyborg does it too. 

The Leader sees only a first- 
person perspective. His team-mate, 


FREESCAPE AND 
SUPERSCAPE 

Development of Dimension International's Super- 
scape system, which is responsible for 70 to 80 per 
cent of Cyberzone's action, began in January 1 S89 
The aim was to develop and expand features which its 
predecessor Freescape couldn't cope with: mostly 
because by nature it was a game development 
technique and limited by the capabilities of the 
machines on which it ran. Superscape runs faster 
than Freescape, features higher resolution graphics 
and has the processing power to cope with many 
more movtng objects - including fully-animated 
human characters. 

If you have access to an IBM-compatible computer 
and feel like testing all this out for yourself, two PD 
disks are currently available: one is a running 
Superscape demo, the other,. 3D Benchmark, is a 
utility designed to give you some idea of the power of 
your computer. Both can be ordered direct from 
Incentive/Dimension International (0734 817288) in 
exchange for £2.50; or you can find them in PD 
libraries and on bulletin boards. 


THE CONTESTANTS only get to see part of the picture. 
The version that is finally beamed Into your living room 
Is an edited amalgamation of 20 virtual cameras - and 
the team players hardly see any of it, Should things get 

too tricky though, the Zone Master may just bail you 
out: after all, it wouldn't make much of a contest If one 
of the competitors got run over early on... 



the Controller, has access to a 'real 
lime' map of the city which displays 
not only its main architectural 
features, but also the current 
position of both Red and Blue 
Leaders. It's the Controller's job to 
advise his Leader where to go and 
what to do by yelling advice into a 
headset. Should all go well, the 
programme culminates in a physi- 
cally-exhausting last-ditch dash 
straight to the Centrepoint. 

In away, with Knightmare and The 
Satellite Game acting as pioneers, 
the first virtual reality game show 
was really just the next logical step. 
While both shows were on the air, 
Freescape, which in total provided 


DESPITE BEING 
BUILT Of 

stain-less steel, 

the set (here 
being shown off 

by host Craig 
Charles) almost 

didn't prove 
strong enough. 
The mobility 

stations, 
proved pretty 
shaky at the 
end of two 
days' filming - 

they'll be 
reinforced when 
the series goes 
on air. 



"Knocks your socks off... youVe never seen 3D as good as this. 
The 3D twist works extremely well and arguably makes Robocop 3 
the best film licence yet." - ACE "The vectors are super slick and 



smooth, all animations are top notch, giving us 
some of the best vectors around and the screens 
are superbly drawn. This is definitely one of 
the best film licences yet." - GAMES X 


• AMIGA - IBM PC & COMPATIBLES 

ICH5TER M2 5NS . TEL: 061 832 6633 , FAX: 061 334 0650 
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only about 20 per cent of The 
Satellite Game's action, was blos- 
soming into Superscape, a more 
flexible independent DOS-based 
system. When Tim Child saw it, he 
was suitably impressed. 

"I went there expecting to see very 
much the same sort of thing I saw in 
Freescape , but was su rprised to see 
they had taken things a lot further." 
As he saw it, the new system s main 
advantage was that it was 
representational. 

"In a flight sim you can link two 
computers together and the players 
see each other as aeroplanes. What 
Dimension has done is to produce 
electronic men and women; when 
you go into one of thei renvi ronments 
and see the other player you see 
them not as an aeroplane, but as 
somebody you 
can understand 
and relate to - 
an animated hu- 
man shape." 
Tim saw imme- 
diate gam ep I ay 
and television 
possibilities, 

In one fell 
swoop, Dimen- 
sion had over- 
come one of the 
main difficulties 
associated with 
putting virtual 
reality on TV. 
From a pro- 
ducer's point of 
view, trie main 
problem with 
most virtual rea- 
lity leisure appli- 
cations is that 
they're player 
experience 
based'. While 
the lucky person 
wearing the- 
headset is 



FOR A FULL SHOW'S exploration, read 
30 minutes of Intense physical jerks 
Cyberzone is definitely atrackauHgarne. 

To avoid mismatching contestants 
there art two versions - one aimed at 
teenagers, the other for adufts. The pace 
of the pilot programme even surprised 
the producer- "Some of the kids and the 

adults almost passed out with sheer 
excitement. We nevereKpscted thai -wa 
thought it was going to be reasonably 

exciting, but towards the end of the 

session we were actually stationing 
people close to the kids in case some of 
them overdid hV h The result: an age limit 
- In true Logan's Hun la&hion, those who 
pass 30 are automatically barred. 


looping the loop or blasting seven 
shades of void out of the universe, 
everyone else can only look on with 
their tongues hanging out. Six mill ion 
envious but frustrated viewers don't 
make for good TV. 

However, thanks to Superscape, 
the Cyberzone audience actually 
gets to see more of the action than 
the players. As well as the real 
cameras trained on the studio 
action, there are 20 'virtual' cameras 
positioned inside the environment 
itself. These can be attached to 
objects, characters and buildings 
from any number of angles - some of 
which would be impossible to reach 
in the real world. While Blue Leader 
dices with death and sweats to spot 
those targets, switching to the 
relevant virtual view is guaranteed to 
make the audience feel smug, 

There are othe r advantages to a 


THE VIDEO WALL image Is constructed from 12 high- 
definition mini projectors. For the Leader s, the effect Is to 
almost totally envelop trteir field of view - meanwhile, the 
rest of the audience gets the chance to share the first' 
person virtual reality. 

computer-generated reality. In 


a 

world where nothing's real, the pro- 
ducer makes the rules. It's perfectly 
feasible for the game s Zone Master 
to subtly alter a contest's para- 
meters while the action's going on. 
"We can introduce new elements, 
we can raise the pace, we can raise 
the stakes. It's a bit like winding up 
the net half-way through a tennis 
match." Obviously, there are rea- 
sons to be careful though: if things 
are altered so that they have an 
unequal effect on the teams, the 
producers could lay themselves 
open to a charge of cheating. 

A successful pilot programme was 
recorded recently, featuring ebul- 
lient fled Dwarf comic Craig Charles 
as host. Now all they have to do is sel I 
the series - if everything goes 
according to plan, a full season of 
Cyberzone contests leading to a 



THERE HAVE BEEN considerable advances since thla h the 
prototype Superscape human, stood up and walked. At 
Dimension's headquarters In Al dermaston they're slowly 
putting together a library of humans for ihair different 
movement* Ha s already learned to run, turn his head and 
crouch - the ongoing objective J* to Improve the fluidity and 
variety of available movements. Plans for an equivalent female 
version are currently in the pipeline. 
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CYBERTECH SPEC 

HARDWARE: Oyb&rzone is made possible by a 
customised version of Superscape r>etworked on five 
iCL PCs, each of which displays the action from a 
different viewpoint There i£ on© computer each for 
both the Red and Blue Leaders, providing them with a 
unique first-person view of the Cyberzone; one 
shared overhead'map view for both the team 
Controllers; one computer for the Zone Master., who 
acts as a kind of in-game god, altering the difficulty 
and nature of the game as he sees fit; and finally, a 
computer for the director, who can select any of the 20 
in -game virtual cameras. 

SPEED: The output speed of the individual 
computers is 90 frames per second, but because all 
five run simultaneously, the screen update needs to 
work at its slowest speed of between five and 15 
frames per second to keep everything i n synch. A 486 
PC (called a Dispatcher) controls the environment 
and maintains the synchronisation. 
GRAPHICS: All of the computers have high-spec 
SPEA graphics boards: there's a small amount of 
parallel processing involved to increase the overall 
speed and detail . The resolution in the pi lot was 640 x 
430 x £56 colours, although this may wetf vary in the 
final broadcasted version with corresponding 
increases rn colour and complexity. 
SOUND: Sou nd effects are calculated in realtime and 
are pre-prog rammed to adjust their volume accord i ng 
to distance from any of the 20 virtual cameras Car 
noises, for example, increase realistically the closer 
the vehicle gets to the camera. Dimension provided 
the software that drives the sound - the effects 
themselves were manufactured separately. 
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TAKING POT 
SHOTS at the op- 
position Is consi- 
dered good tac- 
tics and all par 
for the course: if 
you're running 
behind li's an ex- 
cellent way of 
knocking down 
the other team's 
points. Even so, 
it's rare for op- 
posing cyborgs 
to meet. 




grand finale should hit our screens 
this autumn Whatever happens, 
Tim Child is convinced that for TV, 
virtual reality is an open door. 

For the present, he predicts that 
the most common applications are 


bound to be 2D {that's 3D simulated 
on a 2D screen), pretty much in the 
mould of Cyberzone. But once we 
get high-definition TV, different 
aspect ratio screens and a 3D 
viewing ex per encc, . who knows? 


"MOST TV GAME SHOWS go looking for fun," claims Tim 
Child, "Often it's the "hurry on down' principle where you 
cosmetically pretend everything is more urgent than It Is." 
Host Craig Chartoa was hired to do just that, hut in the end 
all that hype just wasn't needed. At crucial points during 
filming of the pilot, he was actually asked to calm the kids 
down. 
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TRIP 


In the first of a 
regular feature on 
what's happening 
Stateside, Rik 
— Haynes runs flyoug h 
the new feat 
Spectrum Nolo 
latest attempt to 
siiffltafi one of the 
worl 

devastatin 
day combat 
and checks out 
revolutionary 
Electronic Batt 
System 


THE f it I H61A1 

30mm cannon cap 
fire fr r O00 round* 
per minute - that's 
'hkfc ass* power 
in anybody i 
language! 
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FANTASTIC 




AN 1-14 CHASES 
DOWN AN A- 10 
WARf HOG. By the 
end of the year, 
Spectrum 
HoloBvtc will 
hive two flight 
sims qt the ie hwo 
planes which will 
■Mow players to 
link-up and fly 
jeini-mii lions or 
fight i&th athar. 


FALCON MARK II 
INCLUDES MANY 
VIEW OPTIONS, 
including ihii 
backwards shot 
With no sign at 
the pilot... 


GENERAL DYNAMICS F-16 FIGHTING FALCON was one of the unsung heroes of 
the Gulf War. While the F1 1 7A Stealth Fighter sneaked into Baghdad and 
blitzed the media, American F»16's were bus/ taking out Iraqi ground targets 
m 'dirty" and dangerous combat missions supporting A-l 0 tank-busters. "The F-16 
and A-10 were really the two workhorses of the Gulf War," reveals Spectrum 
Holcoyte CEO Gilman Louie. "The F- 16 is low cost,, very agile and does the job." 

Spectrum Holobyte onginally released Falcon, a simulation of the F-1 6, on the PC 
four years ago. Now the San Franciscan company has updated this classic flight-sim 
using the very latest software technology and programming techniques. What's the 
blueprint for the 'text gererat on then? 

Coming soon on PC,. Falcon Mark II really exploits the capabilities of this machine 
to the maximum. Unique game features include accurate mapping and 3D contoured 
terrain, highly detailed campaigns, 'high fidelity' flight model, and joint missions via 
modern with networking for up to 30 players on the same battlefield. The 'hi-fi' 
option allows p'ayers with a maths co-processor to take full advantage of their 
hardware for even greater graphic and flight realtsm - experiencing the actual feel of 
an F-16, contending with such manoeuvrability factors as lift and drag. 

Falcon Mark ll requires an IBM- 
compatible AT (286 of faster) and 
supports 256-coiour VGA 16-eolour 
VGA EGA PS/1, AdLib, SoundBlaster and 
Roland graphics cards and sound- 
boards. Some of these will even 
produce digitised speech. 

If your PC is equipped with EMS you 
can review your performance using the 
improved 'black box' replay software 
technology. This feature includes a 3D 
cube display called TACTS (Tactical 
Aircrew Combat Training Simulation) 
which shows your fighter,, enemy planes, 
firing of every missile and the downing of 
all aircraft in a wireframe environment. If a 
bird sneezes, you'll know about it with 
TACTS! 

Players can choose which style of game 
they want to play. Instant Action is rather like an arcade game and puts you into a 
single F-16 in the midst of enemy planes. The acton is scored according to how 
many enemy planes you can shoot down before being killed or ending (he game. 
Fighter Weapons School lets you design and edit the original training missions to help 
you practice and fine-tune your skills. For example, you could assign four F-1 6s to go 
out, be engaged by four M<5-29s and continue on to destroy an airfield. You would 
plot the flight in and out of the target area, then run the simulation controlling one of 
the four planes. If you're unsuccessful, you can try an infinite number of other 
patterns and options until you get it right, 

When you think you're ready for the hard stuff, why not go for a Campaign? Here 
you control a squadron of 1 6 planes, eight of which can fly missions simultaneously 
The computer assigns each mission to reflect the regions courier, you're currently in. 
You'll face an even greater threat of enemy forces including SAMs (Surface to Air 
Missiles), AAA {Anti-Aircraft Artillery), small arms fire, 
Hind helicopters,, shoulder-launched missiles and 
MiG-21, -23, -27 and -29 fighters. It's a good job 
you can arm your F-1 6 with a whole host of 
weaponry before each mission. No two Campaigns 
are exactly alike because the computer generates a 
new set of missions according to your success or 
failure on the battlefield. 

Conversions of Falcon Mark II to the Amiga and ST 
are currently under consideration. No price has 
been set for the PC version, but Falcon Mark It 
(under the international name of Falcon 3.0) will sell 
for a whoppng $69.95 in the States. 


GENERAL DYNAMIC'S FIGHTING FALCON waitfie ttar 
of the 1 977 Paris Air Show. The F-1 6 ii now in 
service with countries ill over the world, with ■ 
basic strip-down model costing o cool S1B million. 




SPECTRUM HOLOBYTE 

A weird name for a software house, right? 
The story goes that Spectrum is supposed 
to represent colour,, Holo - 3D and Byte - 
computer. Spectrum HoloByte and 
Mirrorsoft are actually subsidiaries of the 
same parent company. The American games 
developer was started in 1984 and has 
stuck, in the main, to military simulations. 
The first release, Gato, was quickly followed 
by Obiter (Space Shuttle simulation} and 
PT-109 (a simulation of a World War Two 
patrol boat). Then came Falcon in 1987, 
the company's first big hit. Spectrum 
HoloByte has even co-developed a 

professional version of 
Falcon to teach US Air 
Force pilots how to 
handle computer systems 
rn split-second decision 
combat situations. "There 
are too many gauges and 
switches in modem -day 
combat aircraft. Pilots 
really get confused in 
combat situations, " says 
Gilman Louie, "There was 
a lot of this happening in 
the Gulf War. Pilots were 
forgetting to arm the 
missiles, bombs and 
switching to the wrong 
guidance systems. We 
offer a low-cost trainer to 
make pilots aware of the 
problems.' Other games 
by the firm from San Francisco include Tank r 
Vette, Flight Of The Intruder and Stunt 
Driver, Spectrum Holobyte has also enjoyed 
considerable success in the USA with Tetris 
and the other Soviet arcade puzzle games 
from Alexei Pazhitnov. in addition to the 
EBS series of military simulations, Spectrum 
HoloByte is now working on a new range of 
products under the name of Sphere of 
Influence. Players can run any country in the 
world for the next 25 years with simulations 
of world finances, global power., military 
and environmental issues via a TV user- 
interface. Each channel represents a 
particular viewpoint of how your actions 
affect this world, The game is very accurate 
because Spectrum HoloByte is using data 
from the World Bank, You also set-up your 
own goals at the start and the title supports 
multi-player options in a similar son of way 
to the EBS series. This will te available 
towards the year's end on PC, Amiga and 
CD-ROM. 




SPECIFICATION 
OF THE REAL 
THAHG 

Model: F-1 6C Falcon 


THE ONE 


MAY 1991 


Maker: General 
Dynamics 
Role: Fighter and 
Strike Fighter 
Crew; One 
Range: 540km 
Ceiling: Over 
50,000' 
Maximum 
Speed at Q': 
BOQkts 



The F-16C - at a cool 
$18,000,000, this is out of 
the range of all but the 
richest games player- 


Maximum Speed at 
36,000': 1,1904<ts 
Manoeuvrability^ Excellent 
Armament: six-barrel 20mm cannon, 
7 weapon pylons 

Comment : Israel used F-16's on the 
raid against Iraq's nuclear facility at 
Osirak back in the summer of 1981. 
This was Saddam Hussein's first 
taste of superior American military 
technology and smart weapons. 
Perhaps he should have learnt a 
lesson? 


ELECTRONIC BATTLEFIELD SYSTEM 

The idea of the Electronic Battlefield System {EBS) k to allow players 
to buy different games. In the series tor example falcon Mark H and 
Avenger A- 10 followed by a remix of Spectrum Ho*oByte's Tank 
product, which will all be able to work simultaneously across the 
same network. So if you have a LAN (Local Area Network) in your 
office,, say 9 Novell network, you'll be able to have anywhere from 
eight or more players controlling helicopters., tanks and planes, all 
workins off the same battlefield in a similar scenario. 

Tou all work together or figtit against each other on the same 
battlefield," confirms Louie. 

Hostile company takeovers could soon be fought over 
simulated skies instead of unexciting spreadsheets! Players coutd 
even be in foreign countries thanks to the modem link-up option. "If 
you were flying an A-10 in London and I was flying an F-1 6 in New 
york," says Louie, 'we could call each other up and p*ay n scenario 
where I would have to escort you into a particular mission." 

This Electronic Battlefield Is a real-time replica of the real-thing. 

Players can have up to 270,000 square miles of a battlefield from 

anywhere In the world, falcon Mark II will ship with Iraq. Israel and 

Panama. Spectrum HoloByte'Mirrorsoft will oe releasing additional 

data disks witti Korea, Philippines, Central and Eastern Europe. 'The 

system is now capable of handling any terrain," remarks Louie. 

Spectrum HoloByte. used American DMA (Defense Mapping Agency) 

data, so EBS is accurate to within a quarter of a kilometre and 

includes all the ma>or cities and landmarks from the areas simulated. 

It's also 'relief-mapped' so it actually has all the hilts, mountains and 

valleys. The list of ground targets is several pages long and includes 

skyscrapers, bunkers, trains, rail-yards, tanks, bndges, oil refinery's, 

and nuclear research facilities, 

The 'wars' are campaign orientated, eacn mission is progresses 

on from the last one. For example, if you don't destroy the bridge in 

the previous mission, some enemy tanks could move across it. If you 

don't destroy these tanks then your supply-lines get cut-off during 

the next mission. If you lose your supply-lines you don't get any more 

fuel or weapons. 

This is a much more in-depth way of looking at a military 
simulation than simply buzzing, about shooting up some targets and 
completing a mission/ Louie beHeves- 

Tank, a simulation of the American Ml A1 Abrams tank, had 
the first components of EBS, but Spectrum HoloByte made so many 
enhancements to the EES engine that Louie has decided to do an 
upgrade of Tank, appropriately titled Tank Mark II. This will support 
the new EBS and should be available later this year. 

Future games in the EBS series will include simulations of the 
Apache AH-W assault helicopter and possibly the F-1 5 Eagle and F- 
1 17A Stealth Fighter. 




READY FOR TAKE-OFF 

Here is a brief n. in -down of five flight-sims on the runway. . . 

AVENGER A-10 

Spectrum HoloByte^irroosoft 
PC (Winter), Amiga OBA), ST (TEA) 
The F-1 6 and A-10 combat planes seem to 
have become partners in air/ground attack. 
Little wonder then, that the next flight 
Simulation from Spectrum HoloByte is going to 
be based around the tankbusting 'Warthog'. 
Avemer A-1 0 wll be the second EBS title and 

includes all the features fourvd in Falcon .Mark II such us 3D contoured terrain and 
multi-player link-up. The A-10 proved to be a top tank killer during the Gulf War 
thanks to its devastating 30mrn seven-barrel cannon. Two Warthog pilots set a 
record on February 9.5 when they destroyed 23 Iraqi tanks in a single day. 

F-99 RETALIATOR 

Digital Image DesigaOcean 

PC (Next Month), Amiga (Out Now), ST (Out 

How) 

After almost a year of software reengineermg, 
this award-winning flight-sim is now ready to 
rock "n' roll on the PC. A futuristic simulation of 
the next generation of Amencar, lighter 
aircraft F-29 features some of the fastest 3D 
graphics yet seen in a computer game with aerial combat, strategic bombings and 
interactive ground-based battles. The latest adaption includes improved flight 
modeling and extra bitmap Intro' screens for added sp*ee. The guys at Digital 
Image Design are now thinking about doing a follow-up. but they have to finish 
their Epic soece combat sim first. This should be here in the autumn. 

F-1 17A STEALTH 
FIGHTER 2.0 

Mcroprose 

PC Winter), Amiga (Under 
Consideration), ST (Under 
Consideration) 

The undoubted 'star 1 of the Gulf War is 
coming to a computer screen near you 
later this year. ThanAs to its strange radar ■ 
evading shape and sucersmart weapons, the F-1 17A was used to strike 95 per 
cent of the. primary targets in Baghdad. American Air Force LL General Charles 
Homer sad the Stealth Fighter exceeded his expectations of how many targets it 
could destroy witti limited sorties. Each F-1 1 7 A costs a mere $106 million. The 
forthcoming McroFrose simulation features nine different worlds (including Iraq, 
Northern Japan. Columbia and Panama),, advanced enemy at fie a intelligence, 
sprite explosions and a graduated horizon for greater realism. 

BIRD5 OF PREY 

Argonaut Software/Electronic Arts 
PC (Winter), Amiga (Boon),. ST (TEA) 
The development of Birds Of Prey has taken a 
very iong feme, tlree-and-a-naif years to be; 
precse. This isn't very surpnsingly when you 
consider the game accurately simulates over 40 
modern-day aircraft from the Stealth. Fighter and 
Space Shuttle to MiG-29 and 747 Jumbo Jet. 
Argonaut Software is trying to combine the best of flight-Simulation and dog- 
fighting/ground attack action. Pnoject Leader Chns Humphries believes it's very nice 
to have absolutely 1 00 per cent realistic Sigh: coupled with superfast polygon 3D- 
graphics See if The One agrees with hrn when we review Birds Of Prey in a future 
issue ... 

PLANETSIDE 

Psygnosis 

PC CD-ROM (Early 1995$ CDTV (Early 1995), 
Potentially me most far-reaching and ground- 
breaking flight-simulation featured here, 
Planetsde (working title) is the culmination of 
Psygnosis' expenmental work with CD-based 
games. The photorealistic images (using fracii 
and ray-traced graphics) in the current 

demonstration running on CDTV look more like a movie than a computer game, fri 
fact, Pianetside is one of the first proper 'interactive movies' to appear on the 
scene. "We're more likely to make a good interactive product than say Warner Bros 
or Columbia/ says Psygnosis co-founder lan HetrTeringtor. Even the flow of the 
game feels more like a film - with close-up and tong-shots of the non-stop action. 
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NOTHING 
BUT THE 
BEST 

Hitachi is i 
affiliated with 
prestigious 
American 
acidemia such 
as the 
Massachusetts 
Institute of 
Technology 
and the 
University of 
California, 
Berkeley. To 
promote the 
international 
exchange ot 
research 
efforts, Hitachi 
started HI VI PS 
(Hitachi 
Research Visit 

Programs) | 
back in 1975. 
Each year. 

some 30 
researchers 
from around 
the world join 
the Central 
Research 
Laboratory 
outside Tokyo 
in Japan. 
These people 
have various 
backgrounds. 
I hey include 
university 
professors, 
graduate 
sludents and 
exchange 
researchers 
from other 
companies. 
For further 
information 
regarding 
HIVIPS 
contact: Yutaka 
Kuwahara, 
Head of Office, 
R&D 

Administration 
Office. Central 
Research 
Laboratory, 
Hitachi Limited, 
PO Box 2, 
Kokubunji. 
Tokyo 185, 
Japan. And 
don't forget to 
tell them that 
The One sent 
you! 
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HYPERACTIVE 

HITACHI 

|v developed a 


What is Hitachi up to? 
Rik Hay nes takes a tour 
of its labs to see what 
the future holds, 


Walk into any high-street shop today and you'll see 
gadgets and gizmos thought impossible just 20 years 
ago. Video cameras that fit in your hand, cheap 
microwave ovens to Yiuke' food into submission and 
even washing machines with silicon brains to sort out 
those wash-day blues. 

But how do the technologists actually devise these 
marvellous toys? And more importantly, what are these 
techno-pioneers planning for the next 20 years? 

Hitachi is probably the best firm to ask. The talented 
scientists at this often overlooked Japanese electronics 
company are exploring and expanding the edge. 
" Creati ng new basic tech nologies for the coming 1 0 to 20 
years r as Hitachi founder Namihei Odaira once put it. 

One of the largest manufacturers of electrical and 
electronics equipment in the world, Hitachi never 
overlooks a potential wonder widget. Whether it be a 
home appliance or heavy industrial system - and its 
range of more than 20,000 products prove this point. 

This obviously isn't a business for the faint-hearted or 
near-sighted. While our Government is threatening to 
si ash the fund i ng of new sci ence projects^ Hitachi spends 
$2.7 billion on research and development. Not bad, 
especially when you consider that the firm was 
established In 1910 as an electrical repair shop for a 
copper mining company. Hitachi is now the ninth largest 
corporation in the world with total consolidated sales of 
$45 billion and over 290,000 employees in 34 countries. 

As the Second World War destroyed his country, 
Odaira strongly felt that: 'A private company should have 
a laboratory with the capability to work on goals set for the 
future," 

This was his motivation in establishing the company 
laboratories. Hitachi now has a total of nine corporate 
research laboratories, including facilities in Tokyo, San 
Francisco, Cambridge, Dublin and a design group in 
Dusseidorf, West Germany. 

VISUAL TECHNOLOGY 

In the decades since the birth of television, the progress 
of visual technology has been nothing short of 
spectacular. The last 30 years have witnessed the 
development of a long succession of products that made 
full use of the latest electronics of their day. 

After achieving mass-market success in the 1950s, 
bl ack-and-white TV began to g i ve way to colour i n the late 
1960s. And, since then, we've been introduced to the 
video cassette recorder, the video camera, the video 
laserdisc player and the LCD TV. 

Hitachi believes the 1990s will see technology 
progress at an even faster pace . 'We can look forward to 
higher resolution, higher picture quality and screens 
which are larger and thinner than any available today," 
predicts the company spokesperson. "This being the 
trend of the times, Hitachi is striving to develop the home 
electronics products of tomorrow. Products which 
integrate the latest technology from a variety of fields, 
including electronics, fine machinery and software. ,f 


LEVITATING CAR 

Researchers at Hitachi have recently developed 
Meissner levitated linear motor car model through 
utilisation of a high-tech superconductor. Composed 
mainly of a thallium-based ThCa-Ba-Cu-O supercon- 
ductor, the car is levitated above a permanent magnetic 
track due to the Meissner effects 1 and driven along the 
track by a linear motor. 

In plain English, the boffins at Hitachi are working on a 
car that floats in mid-air! Don't sell your XR3i just yet 
though, this baby is still firmly in the experimental stage 
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TFT-LCD 

High demand for colour flat panel displays in handheld 
video game consoles camcorders, portable computers 
and TVs prompted Hitachi to devise a 10.3" high 
resolution TFT-LCD (Thin Film Transistor Liquid Crystal 
Display) This screen is crisp, space-saving and capable 
of running on Jow levels of electrical power. 

Hitachi's TFT-LCD is a (1 120x3)x780-pjxel display 
with eight grey levels and 512 colours, plus a contrast 
ratio of more than 100 for ease of viewing. Contrast 
problems have plagued LCDs since their original 
conception, hopefully an the bugs have been ironed out 
with this latest innovation. 


ARTIFICIAL BRAIN 

Perhaps the most ambitious, and far-reaching, project 
currently being played with in the Jabs of Hitachi is the 
three-dimensional neural network or 'artificial brain'. In 
an attempt to explain the computation principles of the 
brain 1 Hitachi has developed two original techniques for 
nerve cell culture: the arranged placement of neurons 
onto a culture plate and control over the direction of 
neurite growth. 

The study was carried out in collaboration with Dr Jun 
Fukuda of the Department of Physiology at the Un iversity 
of Tokyo , School of Med icine. if the sci-fi writers are to be 
believed, in the coming decades a new form of artificial 
lifefomn could be created in the labs of companies like 
Hitachi. It certainly makes you think. 
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CD2 

H itachi s CD2 is a personal and interactive mu Itimedia tool f o r ente rtainmc-nt , 
business and education applications. The basic function of thistechno-toy is 
to enable the presentation of audio- visual databases recorded on compact 
discs, which can contain more than a thousand pages of full-colour natural 
pictures and accompanying CD-quality sound. 

With a couple of discs, you could literally have the world in your grasp. A 
portable unit designed for viewing data from special compact discs, the CD2 
co m bines a CD-ROM drive, 5" colou r LC D screen and 1 6-bit microprocessor. 
It is 70mm in heig ht, has an A4-size footprint and runs on batteries for portable 
operation. 

Hitachi has equipped the CD2 with an LCD screen that relies on TFT (Thin 
Film Transistor) technology to achieve a high-quality full-colour picture. 
'CD2 employs a user-friendly interface that allows operators to forget that 
they are dealing with a powerful 
computer," reveals Hitachi, 

After all, sufferers of technopho- 
bia would rather work on a deck 
which looks like a TV hooked up to 
a compact disc player than a high- 
end computer. For wire-heads 
among you, the CD2 uses CD- 
ROM/XA discs which can store 
2 h Q00 full-colour compressed VGA 
images or 1 6 hours of audio, or a 
lesser combination of both. 



The search for human talent goes far beyond the 
boundaries of downtown Tokyo, Hitachi runs a special 
programme to encourage researchers from foreign 
countries and other companies. Industrial spies need not 
apply. 

Almost half a century has passed since the Hitachi 
Central Research Laboratory was created in 1942, While 
Japanese soldiers were patrolling the steamy jungles of 
Malaysia, Hitachi was busy planning the future, 

' The next century is expected to herald a culture of 
highly sophisticated, individualised information. Elect- 
ronics technology is envisaged as bringing about 
prosperity in personal life. Such technology will be 
incorporated into hum an -friendly systems, and multi- 
media communications network technology enabling 
communication with anyone, at any place and at any 
time The driving forces behind the development of this 
technology will be you and us, 1 ' as one company 
spokesman puts it. 

Big risks reap bigger rewards. Anything is possible, 
From ultrafast processors and mega-memory chips to 
the next generation of TV systems and laptop VCRs. 
Some of the more exotic projects currently being 
developed in Hitachi's labs border on pure science 
fiction: computers which think for themselves, ultrasonic 
cancer treatments and walking robots. Remember Luke 
Sky walkers lands peeder in Star Wars? Hitachi 
seem i ngJy does, becau se it ' s al so worki ng on a levitating 
car. 


"A lot of 
people who 
see the film 

will 
experience 
that kind of 

future." 

Ridley Scott, 
director of 
Blade Runner 


LAPTOP VCR 

Luckily though, Hitachi isn't just working on 21 St Century cyber gear 
even today you can go into your local high-street dealer and pick-up a 
neat piece of the company s consumer electronics, 

The Lap watch is the world's first multi-system portable TV and VCR 
combining a 5" colour TFT-LCD, 20-channel television tuner, full-sized 
multi system VCR that plays VHS cassettes of any format. The deck is 
compatible with PAL, JTSC and SECAM broadcast systems so you can 
use it in Europe, America and Japan. You even get special magnetic 
shielding for 3 clearer reception. 

Hitachi describes the Lapwatch as a 'creative fusion ot advanced 
technologies to make your lellow commuters envious on your train 
journey to and from the office, " Innovation isn't cheap though. 
Lapwatch will set you back a hefty £1 ,300, and that doesn't include the 
wallet-busting amount of cash you II spend on batteries to feed it. 
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"Scientific technology has deter- 
mined the progress of our civilisa- 
tion and created unlimited possibili- 
ties for the future," says Katsushige 
Mita, President of Hitachi. "It is the 
means to make humanity's dreams 
come true Now it has become vital 
to ensure that our technological 
innovations are in harmony with 
nature." 

Mita is not riding the new wave of 
green' perfection, Hitachi was environmentally aware 
50 years ago - apparently, work crews were instructed 
to spare living trees wherever possible when construct- 
ing the first lab in Kokubunji, central Japan. 

"Our founder built Hitachi with the belief that the 
company should serve society through technology,' 1 
offers Mita. ' Hitachi innovates to improve and enrich the 
lives of individuals and societies. We hope that techno- 
logy will foster the creation of a global community," 

Space really could be the final frontier. Although the 
ultimate challenge is inner rather than outer space. 
Nanotechnology sounds crazy: futuristic microscopic- 
machines the size of atoms cut your hair and clean your 
teeth - and you won't even notice them doing it! One 
thing is certain, Hitachi will probably be there with 
patents pending. It's already been responsible for a 
80,000 of them. 

History is for the taking. Hitachi is simply making sure 
it gets a huge chunk of tomorrow. The company 
philosophy goes something along the lines of 'if you've 
got the technology , you ve got the future '.So, with this in 
mind, let's take a look at some of trie innovations 
currently under wraps at Hitachi's HQ. . 


" THE ONE 

''This is an age of wonder 
We inhabit the 
dreamscape of our 
fathers, surrounded by the 
fruit of their innovation. 

The technological 
achievements of modem 
society are the realisation 
of the human spirit of 
curiosity and inquiry, 
Modem scientific 
technology has improved 
the way people live in 
thousands of dramatic 
ways. Now the central 
issue of our time is to 
harness technology for 
the good of people and 
the good of the planet. 
Hitachi is committed to 
innovation that will make 
the world a better place/' 

A Hitachi Spokesperson 
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HDTV 

In recent years, many efforts have been made by 
manufacturers, research institutes and broadcasters to 
develop the next generation television broadcasting 
system with photorealistic picture quality and a cine- 
mascope 1 display. 

Hitachi has been focusing on the research and 
development of HDTV (High Definition Television) 
devices, including cameras, monitors, receivers and 
video tape recorders for both professional and home 
use. The resulting domestic 1/2" high definition video 
cassette recorder features a recording time of more 
than two hours for baseband HDTV signals and utilises 
compact size cassette and Metal Particle (MP) tape. 

So why isn't HDTV in Dixons yet? Japanese, Ameri- 
can and European visionaries have been squabbling for 
nearly five years over which HDTV system to adopt. 
Replacing the current broadcast and domestic TV- 
systems will create a market worth billions of dollars and 
everybody wants their slice of the cherry pie. World Cup 
Italia '90 was recorded in Japanese HD-format, so I 
know which system I'm rooting tor! 


INKING MACHI 

The Invention of the electronic 
puter ranks as one of 20th 
ntury mankind's greatest 
achievements. Neural- 
paters, machines that ©en 
[hink for themselves, could start 
similar revolution in the years 
come. 

Whereas contemporary com* 
iters operate logically, neuro- 
mputers operate along lines 
Oft resemble human Intuition, 
y're especially suited to elec- 
i-recognttion problems which 
solution by traditional 
roaches, 

performance of a neuro- 
computer depends on the 
number of neuro-chcutts It con- 
tains. Up to the present, Hitachi 
has succeeded In building a 
IGOQ-neuro-drcuir computer. 
Future advancements ecu Id yield 
hyper-Intelligent machine* 
which respond to and anticipate 
your needs just like a real person. 



WALKING ROBOT 

Soon you could be taking a robot for a stroll instead of your pooch. A 
reduced-scale quadrupedal (that's four-legged to you and me) walking 
robotic mechanism has been developed at Hitachi's Mechanical Engineer- 
ing Research Laboratory in Japan. This robot features the living creature- 
like capabilities of walking and stepping ever obstacles. 

In addition, this robot is smart' : it operates autonomously and can adapt 
intelligently to understructured and cluttered environments with minimal 
energy consumption. 

A robot capable of trotting across flat ground in a way similar to that of a 
horse, and walking without help in environments with staircases and other 
physical obstacles is being developed as part of an eight-year large-scale 
national project coordinated by Japan's Ministry of International Trade and 
Industry (MITi). 

Hitachi's control technology can be adapted to robots for use in space, 
agriculture, construction, health and 
nuclear power facility maintenance 
applications to name but a few of its 
wide and varied possibilities. 

The Japanese love robots, they 
can be seen in every part of their 
culture from factories, movies and 
comic books to advertisements, 
toys and nightclubs. According to a 
spokesperson, "We at Hitachi will 
continue to improve our established 
robotic technologies which we 
: believe are indispensable for the 
enhancement and advancement of 
human society", 



VIDEO PRINTER 

A product of Hitachi s advanced TDT (Thermal Dye Transfer) 
technology, this video printer can provide a near-photo quality 
picture from a video image within 50 seconds. It employs a new 
mechanism which minimises the time lor paper transportation, 
colour changing and paper ejecting, plus a new thermal compensa- 
tion system for faster printing with stabilised tone and colour 
density. 

Ordinarily, thermal printing is very alow. This video printer 
represents the current state of the art and can be used in conjunction 
with Hitachi's CD2 portable CD-ROM viewer. 


v, 
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>rgoth, Lord of Chaos, he who brin 
ing but death, worships nothing but destruc- 
tion has infected your world with his evil. 
In sorrow and anger the gods drown all except the 
land of Arborea, home of the four sacred crystals of 
harmony, stolen by Morgoth and his servants. 
In a race against Chaos, Prince Jarel and a band of 
trusted companions must find the crystals and 
restore them to their sacred shrines. To fail is to losek 
everything. 
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HAS ANYONE managed to catch 
Gamesmaster on Channel Four recently (silly 
question really if their viewing figures are 
anything to go by)? We'd like to hear your 
views not only on the show,, but whether you 
think it's doing a good job. A lot of people 
have been campaigning for a TV computer 
show for a long time r but now that it's here, 
is it what we were after? What form do you 
| think a TV games show should take? Send us 
your opinions and we'll see about printing 
them in a future issue (and let's hope some 
TV producer is reading and takes notes). 

By the way, this month you may have 
noticed that a couple of famiHar names are 
rather conspicuous by their absence. The 
most notorious Irishman to enter these shores 
since Terry Wog an, Ciaran Brennan, has left 
l js for pastures new. Aha, the lovely Yvette 
Nicholls is off to explore the wild untamed 
lands of Africa. As always, whenever 
someone decides to leave our nest, we wish 
them both the best of luck and in Yvette's 
case, hope she isn't eaten by a lion or 
something. 
Paul Presley 




6 THE 
SNEAK 
PREVIEW 
DISK 

The only disk that can 
save you money I Not 
only do we bring you 
racing action at its 
finest in indy Neat, 
we've got three levels 
of System 3 r 5 Fuzzbalt, 
plus the chance to buy 
it at a special offer 
price. 

8 NEWS 

Nothing on the Mike 
Tyson court trials, the 
Paddy Ashdown 


scandal or the 
continuing troubles of 
that zany duo, The 
Maxwell Brothers. Just 
up-to-the-minute 
information on your 
favourite games 
brought directly to 
your door, 

21 PROFILES 

The master of smut 
and innuendo, Al 
Lowe, talks about all 
things bright, beautiful 
and American, while 
Steve Turner of 
Graft go Id talks about 
■something else 
entirely. 


It's cartoon: 
capers and 
animal antics 
with Dynarnix' 
The Adventures 
fifty Beamish. Our 
own 'artful dodger', 
Jools Watsham gives it a 
fuH review... 


24 LETTERS 

Dear Old Codgers, 
I am President of the 
United States of 
America. 
Yours truly, 
George Bush 
Phew? Bet that's a job 
and a half ma'am. 

28 WORK IN 
PROGRESS 

Doing what he wants 
to do and saying what 
he wants to say, Ciaran 
Brennan takes a look 
behind the scenes at 
Ocean's next big film 
licence - The Addams 
Family. Meanwhile, 
back in London, Virgin 
Software proudly 
shows us how Cryo's 
adaptation of David 
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^ —his all started in my ho use three years ago/ says Chns r and there 
* were about 25 of us then/ He stands by the poo! at San Jose s Hyatt 

I Hotel surrounded by about 200 game freaks of all description. 
Another 300 or so arc busy milling round the various lecture rooms, buttet 
tables coffee dispensers, bars, and other conference locations. The 
Computer Game Developers' Conference, it seems, has come a ong way... 

This year it ended up as three days of non-stop gamespeak. There were 
lectures on optical disk game development, self publishing, graphic 
violence, artificial intelligence, sexual consciousness, and fantasy role- 
playing - and all those took place in the first two and a half hours of the 
first day! in all, there were nearly 60 sessions, including an Apple sponsored 
dinner a massive banquet, and some very serious drinking. 
The list of software celebrities was »nrilp«. though British attendees were 


conspicuous by their absence. 
Staggering from one buffet table to 
another, you could bump into EA boss 
Trip Hawkins, Chris 'Wing Commander' 
Roberts, Steve 'Leather Goddesses' 
Meretzky, Noah 'tndy tit' Falstein, and 
Richard 'Lord British' Garriott - and still 
be sucking on the same slice of fresh 
pineapple. 

So what did these luminaries 
actually DO during those three days? 
Let's mingle with the throng, prick 
our ears, and try to pick up what was 
going down... 

Please be seated... 

Conference events were divided into 
lectures, panels, debates, seminars, 
and round tables. At least that was 
the theory. In practise, any lecture 
could suddenly turn into a debate, 
and some debates sounded 
depressingly like lectures, as the 
audience sat stunned into silence by 
some particularly esoteric bit of 
game theory. We name no names... 

The afternoon of the first day saw 
Crawford and Origin's Chris Roberts 
battle it out in a debate entitled 
Good Graphics vs Good Gameplay. 
Crawford was there for gameplay, 
Roberts was rooting for graphics, 
and the audience were there for 
blood. Plenty was shed... 

The debate began with Chris 
Roberts bravely outlining the 
importance of presentation. You 
could tell the audience were 
unsympathetic - despite the fact 
that many designers spend their 
time extolling their latest 3D 
routines, none would admit to 
putting anything other than 
gameplay first. Roberts had the air 
of someone discussing the principles 
of kosher butchery in a room full of 
vegetarians, and he got about as 


Rob Fulop was the man 
behind the Atari Missile 
Command and Night Driver 
cartridges and, later, Demon 
Attack and Cosmic Ark. He's 
perhaps the first producer in 
the world to develop movies 
specifically shot for 
interaction and now runs a 
company called Interactive 
Productions- In one of their 
latest titles, developed for 
CDI. Fulop used live actors 
and voice overs to produce 
Hot scat - a family game in 
which players have to guess 
how their friends would 
respond to awkward social 
dilemmas. 


Hotseat. Enter the screen host 
who calls players by their 
names and keeps the action 
rolling 


The game hosts present the 
players with dilemmas, in 
this case, would you kiss a 
girl who had (in Fu lop's 
immortal phrase) 'Horsemen 
of the Apocalypse breath'? 


syr- pathetic a reception. Crawford 
who is a particularly fiery speaker, then proceeded to dazzle the audience 
with his defence of gameplay. Spurred on by the audience, the debate 
rapidly degenerated into a series of thrusts between the speakers, most of 
H y 3 which were either aimed at Wing Commander 

(supposedly all. graphics, no gameplay, and 
huge sales) or Crawford's Guns And Butter 
(supposedly all gameplay, no graphics, and no 
sales). Finally, Roberts understandably 
changed tack before the storm and began to 
argue the opposite case, or even both cases at 
once. This led to total confusion lots of noise, 
and a vote which naturally reassured 
everyone that gameplay was top hole and 
don't you dare suggest otherwise. 
The first day also saw a session on Virtua' 
Reality, with Eric Gullichsen of Senses and 
Rnh FuIoh developer of Scott Fisher (previously of NASA's Virtual 
IZt Environment Workstation project) amongst 

^122 T iLTTn the speakers. Fisher gave a hilarious slide 

H^n!ardVin gl e... of the history of VR gadget, 




Chris 'Balance of Power' 
Crawford gathers together 
hundreds of programmers 
and game designers each 
year to debate the state of 
the art. Steve Cooke tagged 
along... 



OFFER A MINT 
MAKE AN EXCUSE 
KISS HER 


THIS AREA OF THE WEST 
COAST was on most 
computer enthusiasts' .^^4^ 
itinerary last month. 
Punters descended 
-first on San Jose I 
for Chris filT1 
Crawford's bash, 
then flocked up 
Highway 101 to 
attend the SPA 
awards cere- 
mony, then 
battled their 
way back down 
the highway to 
San Jose again 
to attend the 
CD ROM 
conference., p 



Nmt'l. in." • 
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The 

Hotseat 
player 
secretly 
enters his 
decision, 
white his 
friends try 
to predict 
what he 
would 
do,.. 


Looks like 
she's 

accepted a 
mint. Thank 
heavens for 
that! 


'The deeper power of telepresence 
awaits below the waterline. One can 
imagine a transformation spawned by 
sensory immersion, like the Tokyo 
night, where the burning sky collapses 
in upon its content, driving meaning 
down into a realm that is entirely 
unsuspected, intimate, and vast../ 

Brenda Laurel, Telepresence Research, cyberspace 
pioneer.. 


show of the history of VR gadgets, culminating in a 
giant helmet, looking like a primitive sea urchin, 
which kept the unfortunate user aware of sensory 
events outside his field of view. It did this by (I kid you 
not) physically jabbing one of its spines onto its 
victim's scalp. The location of the jab indicated the 
threat direction, alerting the user to, say, an incoming 
missile from behind. Ouch! 
Followed, in all probability, by 
bang! 

Eric Gullichsen showed off SenseS's 
system running on a PC This 
system, called WorldToofKit, 
operates rather like a Rolls Royce 
version of Incentive's 3D 
Construction Kit, accepting world 
geometries from programs like 
AutoCAD and then using Intel's 
powerful DVI graphics processors to 
apply scalable textures to objects, 
manipulate them, and generate a stereoscopic display 
for a headset, all in real time. Meat, but around 
£10,000. 

On the second day. Brian Moriarty gave an exquisite 
talk about The Birth of a Medium, Once responsible 
for titles like Wishbringer or (more recently) Loom, 
Brian has now moved over into educational software 
at Lucasfilm and has been researching the early days 
of cinema. He showed the audience dips from some 
of the first movies ever made, and reminded us that 
film, like video games, was once a volatile niche 
medium that no-one ever believed would develop 
into an art form. There's hope for us yet... 

Or is there? Chris Crawford took the stage again on 
the second day with an intriguing talk entitled The 
Evolution of Taste. He got his 
audience's attention 
immediately by using some 
very long words that none of 
them understood, to wit the 
catchphrase 'Ontogeny 
recapitulates phylogeny'. 
However, Chris, being a very 
able speaker, soon twisted 
this incomprehension into a 
clear, if rather disturbing, 
vision. 'I am very worried/ he 
confessed, '...about thefuturel 
of our industry/ 

His unease comes from the 
way the gamesplayer's taste 
for gaming experience 
matured. Using candy, 
comics, and cartoons as 
examples, he showed how in 
other areas people's taste 
slowly broadened to include diverse forms of {in this 
case} food, literature, and film/TV. But for the 
computer gamer, no such development was possible, 
since the majority of video games were still at the 
candy stage of stylistic evolution. People 
could therefore grow out of the 
gamesworld faster than it could evolve 
and offer them more diverse 
entertainment. Ontogeny - the 
development of the individual - 
recapitulates (mirrors) phylogeny - the 
development of the species. But in the 
video games business, the development of 
the species has been so brief and stunted 
that there is not enough background for 
the individual to draw on in the 
development of his own likes and dislikes. 
Fed on a constant diet of limited variety, 
he soon sickens and switches the TV back 
on. 

A bleak scenario, and a clear message 
from the man behind the Computer Game 
Developers' Conference that we had 
better start developing and stop cloning.. 



Chris Crawford, 
creator of thirteen 
games and editor of 
The Journal of 
Computer Game 
Design. 
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A LOAD OF 
BULLFROG 

Peter Molyneux 
and the guys at 
Dull frog 
origin ally 
developed boring 
'serious software-' 
such as databases 
and CAD 
packages for the 
Amiga. In fact, 
the Guild for d- 
ka>i\i ivmpam r 
went under trie 
name of Taurus 
back in those 
dark day & 

Strangely, things 
didn't work out 
too well, so 
Molyrteux visited 
Telecomsoft in 
London, lied 
about his games 
programming 
skills and picked 
up the contract to 
convert Druid 
onto the Amiga 
and ST- Bullfrog 
was thus born. 

The company's 
next project was 
an original game 
for Electronic 
Arts, Fusion, a 
hybrid shoot' 
em up. 
Unfortunately, 
this was a flop. 
Then, in a rather 
smart move, 
Molyneux 
bought some 
Lego bricks and 
the boys finally 
had a chance to 
have some fun. 
The rest, as they 
say, is history. 

Bullfrog achieved 
critical acclaim 
with Populous in 
I9»9and 
Powermonger a 
year later. Even 
' Molyneux has 
lost count of the 
number of 
awards these top 
lilies have picked 
up in the last two 
fears; 
Apparently, 
Japanese 
gamesters 
enjoyed 
Populous so 
much that they 
now listen to a 
special audio-CD 
filled with music 
and sound effects 
from the game! 


THE ONE 


MAY ^991 


Not content with having a hand in the design of one of the ^^^^^ 
fi ames, this man also knows the nation's breakfast habits. All of this and mare as KiK 
& Hay nes goes One On One with... 

PETER 
MOLYNEUX 


How did Populous come about? 
When we formed Bullfrog, tin: idea 
was that we'd come up with types of 
game that hadn't been made before, 
not to copy other people's ideas. 
That's really why we started to 
design Populous - it was something a 
little bit different. The game concept 
came about when we were messing 
around with Lego - as one does in the 
daily course of life. We built this 
landscape, rather like a Populous 
landscape, and we transferred it over 
to the computer. The game then built 
up on that. We worked out the basic 
gameplay in a couple of weeks using 
the Lego. It was the only way we 
could simulate the game. That's why 
the landscape was so bulky, because 
it was a simulation of the Lego itself. 
In fact, pieces of the stuff are still 
lying around the office, although we 
haven't used it for Populous 2.., yet. 
By the way, I don't agree with all this 
new Lego" with smiley faces printed 
on it - it destroys creativity. 

And what about Powermonger? 
This came about as a result of 
Populous. We realised that the view 
of you standing on a hilltop looking 
down on the little people really 
hadn't been exploited by anybody 
else. We wanted to do another view 
where there were just little people - 
although not necessary isometric or 
looking like Populous - and make the 
game more strategic. Basically, 
Powermonger was inspired by the 
view in Populous. It was also 
inspired by the fact that if you watch 
someone play Populous they will 
always talk to the people. Also, it's 
easier to simulate something big than 
it is to simulate something small. For 
example, in the simulation of a world 
you can make sweeping 
generalisations, but simulating one 
person doing one thing is incredibly 
hard. You have to worry about them 
blowing their nose or scratching their 
leg. As 'Bullfrog is getting better and 
better at programming, we're getting 
more and more detailed, more and 
more personal. I suppose, eventually, 
we'll simulate a single person. At the 
moment we're only on country level. 
1 think the next stage will be town 
level - but T don't mean Sim City. 
Some sort of town simulation getting 
down to that personal level so you'll 


see people doing 
more things. 

Did you ever 
expect Populous to 
become so 
successful? 
We thought people 
would be interested 
in Populous 
because of its 
weirdness. We 
thought that people 
would just say 
'that's really weird' 
and move on. We 
had no idea 
whatsoever that it 
would be as 
successful as it has 
been. Out first 
inkling started 
when a journalist 
came down here. 
We tided up the 
office especially 
and we were really 
nervous. He was 
fairly cool r so 1 
turned around to 
him in the pub 
during lunch and 
asked him., with 
trembling lips, 
'what do you think 
of Populous?' I 
expected him to say 
it was, well r okay, 
but he said it was 
one of the best 
games he'd ever 
played, I nearly fell 
off my chair, I 
couldn't believe 
one of the megastar 
journalists had 
enjoyed playing Populous so much. 
The 'funny thing is, we came back to 
the office and he asked us if he could 
have another go, Obviously the folks 
at Electronic Arts had a much better 
feeling for it because they'd done so 
many games before. 

Were you more confident about 
I'owermonger? 
I was really nervous about 
Powermonger actually, mostly 
because it was under such time- 
pressure. It was a very big project to 
undertake - especially as we were 



also overseeing the conversions of 
Populous. People don't realise 
Populous has gone onto so many 
different formats, but so far there's 
been 15 to be precise. We have to put 
a little bit of time into each one - 
technical assistance and mundane 
things such as sending out the right 
sprite files and code. So, during 
Powermonger, we also supported the 
Populous conversions and the 
Promised Lands data disks - oh, and 
we programmed Flood as well. 
Ideally 1 would have liked to work a 
little bit more on the gameplay in 


MAY 1991 


THE ONE 



43 

ONE ON ONE 


Powermonger. 1 think the gameplay 
needed to be a bit more interactive,, 
erm, you need a little bit more to do. 
It appeals to a lot of people who like 
very, very high strategic games, but 
it needed that extra element that 
would appeal to everybody and it 
didn't really have that. I shouldn't 
really be saying this, I should be 
hyping everything we do. 

Are there any plans to put Populous 
into a coin-op? 

Sort of. A long time ago there was a 
Jot of talk about putting Populous 
onto SNiK's Xeo-Geo arcade game 
system. 1 couldn't see how it would 
work, but with the credit card system 
you could slap your card into the 
machine, play Populous for 20 
minutes, then take you credit card 
out. You could go back at any time 
and resume play exactly where you 
left it. But Populous really doesn't 
lend itself to the arcades, not in the 
way that something like Lemmings 
would. 

Why exactly do you think Populous 
And Powermotiger were so popular? 
If I knew the answer to that question 
then I'd feel wonderfully happy find 
Td sell the idea to several companies 
and make millions and millions of 
pounds. I can't put my finger on it 
exactly, it's something to do with 
them being a little bit different from 
all the other games. Secondly, I think 
if a to do with them being more 
personal than most games. You see 
these little men walking around and 
so you feel as if you're in control of 
something which is big and massive. 
The megalomaniac-type as] >ci. I . I 
think everybody wants to conquer 
and destroy everything. Most games 
are based on winning, conquering or 
killing. All those three elements 
mixed together in a certain way 
make games such as Populous into 
the successes they are. It appeals to 
just the right element in each person. 

What's going to be new in the 
sequel to Populous? 
We're doing an awful lot, If S a 
complete and total rewrite... we're 
not even looking at the original code. 
When we wrote Populous, we barely 
knew how to put a sprite onto the 
screen, now, we're concentrating on 
producing lots and lots ot effects. I ''or 
example, where before you just had 
earthquakes, volcanoes and swamps, 
you will now have 40 effects ranging 
from tidal waves, plague and 
pestilence to tornadoes and 
whirlpools. You gradually get access 
to all of these effects as you play each 
level. If s almost like a role-playing 
Came in that respect. As you get 
better as a God r your ability to cause 
havoc or good gets better. At least, 
that's our objective to start off with - 
that might change as we develop it 
up. That's what happened in the 
original Populous. At the moment 
it's set in Ancient Greece because of 
the simple architectural style. It 
should really look visually stunning 


with the buildings, it's hard to 
describe in words. In essence, 
Populous 2 will play more or less the 
same as the first game, we're just at 
the stage to start working OH the 
gameplay. I want to get the feel right. 
At the moment, it plays incredibly 
quickly: you can cover the landscape 
with buildings within two minutes, 
so that's going to have to be slowed 
down. We're hoping to do lots on the 
sound side, that's really important, 
but we're having a real problem 
finding anybody that's able to do 
that, None of us here are musicians. 
We're looking for someone with the 
talent to implement our ideas. We're 
hoping to do some wacky things 
with the sound that have never been 
done before. Lot's of disaster- rid den 
sounds and lots of people sounds. As 
people do things and move around 
there are really context-sensitive 
sounds to inform you on the game. 
For example, if one of the little 
people see's an enemy that's off- 
screen he might shout 'Charge'. 
You'll hear this little squeaky 
'Charge' and realise there are some 
enemies coming across the hill. The 
little people will actually inform the 
games pi aver that there is something 
they should be looking for instead of 
just being an audio reaction to what's 
just happened. 

Is there going to be a 
/•Yi,: r •<•.< ?> n? >ry it 2 7 
There are no plans, 1 don't like 
getting hung-up on sequels. In the 
end you end-up doing more sequels 
than you do original games. We've 
got so many games ideas that we've 
sketched out that I'd rather look to 
producing one of those. 1 wanted to 
do Populous 2 because there was so 
much left out in the first game due to 
a lack of memory. We know a lot 
more now. 

Are you developing any of these 
other games? 

We're working on two new projects, 
which we're calling Boh antf Creation. 
These are just working titles. 
Creation was the original title for 
Populous, but I'm not saying that 
Creation is anything like Populous, 
It's not being designed on Lego, but 
we are using another physical 
medium to design stuff - I'm not 
going to say what because this would 
give you a clue as to what the game 
is about. Bob has got vague 
similarities to what we've done 
before. It's an action strategy game - 
whatever that is! Graphically, I think 
Hut-, is ihf most exciting game I've 
seen in a long time - and I'm not 
hyping you up, It's called Bob 
because 'B' 'O' 'B' is very easy to type 
on the keyboard. I would think Bob 
will be finished round about the end 
of the year and Creation should be 
sometime early next year. 

Do you still play games? 
Of course. I'm just having a look at 
Eye Of The beholder on the PC, but 
I'm not sure if 1 want to waste my 


time on that as it's a bit too like 
Dungeon Master. Also, I've finished 
one level of Captive, emu. and T'm 
not going to comment too much on 
Genghis Kitan. These are really taking 
up my time at the moment. J like 
games that are good value for 
money, That is one of the criteria 
when we design games, if you pay 
£25 for a game you should get 25 
hours worth of enjoyment out of it. I 
know this is going to sound really 
naff, but I have been playing quite a 
lot of the original Populous. 

How do you see games evolving? 
The simulation side will continue 
taking off as people start to program 
better and better. It's now getting 
into the realm of things like SimEarih. 
The amount of research you have to 
do for a game like SimEarth is 
absolutely enormous. Whether or not 
there was a viable game at the end of 
it - that's up to you to decide- It 
shows there's a lot of scope for 
simulations. I'Siey do push the 
Industry along because they appeal 
to more and more different types of 
people rather than just a kid who 
wants to just zap an alien. But we 
can't afford to get too conceited 
about simulations, we must always 
remember that thev'vi- e,et to be inn 
to play. It's a very subtle blend of 
creating games and creating 
simulations for simulation sake. 
Games are going to get more and 
more detailed and there are going to 
be less and less software companies 
and development houses. Games will 
soon take five years to write. I'd like 
Bullfrog to branch out to other media 
like board games - 95 per cent of the 
board games [ play are crap. I'd also 
like to look into multimedia but I 
want to do something special with it. 

What sort of gadgets do you think 
will be on-sale in, say, the first 
decade of the 21st century? 
We're going to have to get rid of all 
forms of joysticks and keyboards. It 
must be theoretically possible to have 
direct link to bypass the audiovisual 
outside world type thing of the 
human brain, If you could do that, it 
would be absolutely outstanding. 
Virtual Reality is just a gludge 
method of fooling the body, I'm 
talking about directly interfacing up 
to your mind - completely bypassing 
your eyes, ears and hands - probably 
by neural impulses. You could just 
have an electronic sensor at the back 
of your neck. But that's probably not 
in the early part of the 21st century. 
You going to see things like speech 
recognition which I think is going to 
be great - it will make computers 
seem much more friendly. You're 
going to have paper-thin TV screens. 
You'll also have nicotine- and smoke- 
free cigarettes, they'll actually be 
good for you, so the armchair ashtray 
will be a smash hit 

Describe Bullfrog in a single 
sentence. 

Disorganised but keen. 


MOLYNEUX 
ON 

MOLYNEUX 

Age: 31 . 

Bfl Ml: Btn-kiilghftiJl, 

Kent. 

Earliest Memory: 
Hitting my 
pregnant mother on 
the head with a ball. 
Parents: My father 
worked for an oil 

mill|\iiiy .lv.lJ 

between the time 
when I was nine 
and fourteen, my 
mother owned a 
toy-shop. Now that 
sounds Like any 
kid's dream, but I 
can tell you it was 
terrible, At 
Christmas I didn't 
get the really nice 
presents, I got the 
presents that either 
didn't sell or had 
something slightly 
wrong with them. 
Perhaps thut helps 
e\plum my skill at 
creating games. 
Qualifications: A 
degree in Computer 
Science from 
Southampton 
University. 
Previous Jobs; 
Raspberry picker., 
kitchen porter at a 
Torquay holiday 
camp, marking 
examination papers- 
arid arudysdng 
family foixl trends 
(by the way, did 
you know that o\ r er 
a quarter of a 
million people in 
Uritain have custard 
for breakfast every 
week?). 

Favourite Movie; A 

193LV French black 
and white version of 
Beauty And The 
Sens/, because 
visually it's the 
most At 1 1 ii n i ii f; film 
ever created. It's 
,i Iso one of the 
saddest. 

Favourite Book: The 

Mngic FarAimy Tree 
by Enid Blyton 
because it was such 
a wacky idea. 
Favourite Year 
1 9&9, because it was 
a really nice 
summer, there 
wasn' t any pressure 
at work and my 
circle of friends 
were so compatible. 

Mej-J I riMYurr il 

Possession: A glass 
buttte that I found at 
a sort of junk 
market for 50p. 
Future predictions 
for your favourite 
TV soap (Pn".t ( tn4'r- 

Ctll Block H ); 1 
think that Ben, the 
must vicious 
woman there, will 
actually become 
tiovernor of the 
prison one day. 
Greatest 
Achievement: 
Populous, well, 
Bullfrog without a 
doubt 
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The CDTV is not a computer in the 
conventional sense. It is a 
completely new product, with 
new channc Is of d i St r i bu'.io n ar d a n ew 
market. It has not been designed to 
appeal to traditional personal com- 
pute r owners, but to a far broad er use r 
base. It could be destined to become 
as popular a consumer electronics 
product as the video recorder or hi-fi 
That these black and white facts have 
not yet been fully taken on board by 
many people bolh within and outside 
I. he ( : ( im p uter i n dustry , includ ing some 
supposedly well-informed journalists, 
is evident from the conf u sed pid u re of 
the machine that has been emerging 
from the computer press over receni 
months. 

So what exsctty is the CDTV? 

Put simply it is the result of a marriage 
between state -of-lhe a'l laserdisc 
technology and tried and tested 
microcomputer technology. It is a 
machine that has ail the processing 
power of an Amiga., combined with a 
storage capacity large enough to hold 
the Encyclopaedia Brrttanlca This 
makes it an ideal tool for any 
application that necessitates the 
storage of a colossal amount ol data 
while making access and cross- 
referencing as easy as possible. The 
CDTV is the first machine to bring this 
power within reach of tht general 
public 

What does it took tike? 
The machine is about the same size 
and shape as a video recorder, with a 
slot in which CDs are loaded, and a 
front panel with a simple LED display 
and a few function buttons. Unlike a 
conventional computer there is no 
keyboard; the user interacts with the 
CDTV via an infra-red remote con- 
troller that looks like a cross between a 
standard CD controller and a console 
joypad. Output is through a TV or 
colour monitor and, optionally, ahi-ti or 
other external amplifier 

How does it work? 
At the heart of the CDTV is an Amiga 
computer with one Megabyte of RAM 
and a further two Kilobytes of battery 


backed FAM which is used to store the 
system set-up, time and date, and so 
on. Also on-board is 51 2K of ROM 
which contains the standard Amiga 
Kickstart 1 ,3 operating system and a 
File System Handler that conforms to 
an International Standard for CD 
devices, thus ensuring that the CDTV 
maintains maxi mum compatib ili ty with 
commercial CD products that may not 
be s peci f ica ! I y Oes ig n ed f o r the C DTV . 

Instead of a floppy disk drive the 
CDTV has a front-loading CD drive. 
Unlike the CD player you may have at 
home it is not possible to load the CD 
directly into the d rive, instead it fits into 
a plastic holder which is then led into 
the front of the CDTV. Commodore is 
still to decide whether or not to 
encourage the sale of software 
already fitted into holders. 

The CD can hold any combination of 
graphics (either conventional Amiga 
generated pictures or digitised photo- 
graphs and diagrams), speech and 
sound (digitised or digitally recorded 
CD quality), and controlling software. 
The data capacity ol one disk is a 
stunning 550 Megabytes (that's 
roughly equivalent to 700 Amiga 
lloppy disks]! 

The data Is accessed in exactly the 
same way your conventional CD 
player works, by using a laser to read 
the pits burned into the surface of the 
disk. Unfortunately this is where the 
major drawback of existing CD 
technology becomes apparent, The 
access and read times for CD are 
much slower than those for t loppy 
disks and seem interminably siow 
compared to hard diskspeeds. On the 
pre-production model we saw, most 
wait times were bearable and became 
tediou s onl y on a cou ple of occasions . 
Commodore is confident that it will 
have drastically improved read 
speeds by the time (he machine is 
launched. 

Whet about graphics and sound? 

Graphics resolution is identical to 
the standard Amiga, with the same 
range of 4,096 colours and one 
Megabyte ol Video RAM. The sound 
generation facilities are also identical 
to the Amiga, but the CDTV alsc has 



is most 
lachine of 
fthe cree™^t probably 
the most mMKlerstood. 

P aurence Scotford takes a 
tng hard look at 

Enmodore p s CDTV and 
mpts to sort out the 
« from the fiction. 



respective skills what Cc 


the capability to output digitally 
recorded CD quality sound The 
capacity of the CD to store sound 
depends on the rate it was sampled at. 
There is a necessary trade-off 
between quantity and quality. For 
instance, you can store about an 
hour's worth of CD quality sound 
(sampled at 44 KHz), and about 14 
hours ol the worst quality sound 
{sampled at e KHz). 

Once the CD is loaded the 
application starts automatically. 
Depending on what sort of software 
you are running, all further interaction 
with the application is via the remote- 
control pad. All of the software we saw 
was sett-explanatory in this respect 


WAXING 
LYRICAL 

Another 
application for 
the CDTV is 
CD+G. 'What's 
CD+G when it's 
at home?' you 
might well ask. 
Compact Disc 
plus Graphics is 
the answer. Put 
a CD+G disc 
into the machine 
and not only do 
you get a whole 
album of CD 
quality sound, 
your monitor 
displays lyrics 
and suitable 
images at the 
same time! 
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in many ways fit's disk access speed 
bdng the only disadvantage}. Huge 
compilaiionsof existing Amiga games 
are likely to be quite a popular way 
forward in the early monlhs More 
interesting will be the appearance oi 
either new games or redeveloped 
existing games that make use of the 
machines colossal storage capacity. 
The possibilities for strategy and 
adventure games in particular are very 
exciting 

Games currently indevelopmenl For 
rhe CDTV are: 


Airwave Adventure The Case of 
the Cautious Condor Tiber Media 


FEATURE 


fueling text, diagrams, digitised photo- 
graphs, and sounds, and rt is simple to 
use. even for children at Primary 
school. There are few subjects that 
would not benefit from use of the CDTV 
is some capacity, and now that the 
National Curriculum is in force it is an 
I easy matter to create educational 
databases mat every school can use. 

In higher education the CDTV 
becomes a powerful research tool. 
Polytechnic and University students 
will have access to expert systems and 
databases which they can cross- 
reference to check op on their own 
work. 

m CONSUMERS - are the final 
market, and the most important, The 
number of uses for the CDTV in the 
home ranges from an early learning 
aid for young children, through an 
entertainment platform for playing 
sophisticated games to a database 
unit covering such subjects as 
gardening and cookery. 

What is the software like? 
There are currently 46 official titles in 
development, and at least £5 of these 
are expected to be ready in time for the 
launch. They cover home reference, 
childrens entertainment and educa- 
tion, leisure, and games. Individual 
titles range from The King James 
Bible to Advanced Military Systems, 
from an interactive version of Cinder- 
ella :c a Cookbook. 


Battle Chess - Interplay 

Classic Board Games Merit 

Software 

Defender of the Crown 

Cinema ware 
Dominion - Dominion 
Excalibur • Virgin Mastertromc 
Falcon Spectrum Holobyte 
Future Wars - interplay 
Many Roads to Murder Vent 
Murder Anyone? Vent 
Pacmania - Domark 
Sim City - Ma*is 

Sherlock Homes, Consulting Detec- 
tive - Icon Simulations 
Snoopy The Edge 
Space Quest III - Sierra On-Line 
Thexder - Sierra On Line 
Xenon II Mirrorsoll 


Who will use it? 

Commodore see the CDTV as catering 
to three main markets, each of which 
will want to use it in completely 
different ways; 

(i) BUSINESSES - will find use for it as 
a training tool. The simple user 
interface wil I allow employees to easi ly 
explore databases covering ail 
aspects of the company they work for 
It will be a simple matter for them to 
highlight quickly the areas they are 
weaken whileskipping past those they 
are already familiar with. 

The CDTV also makes an ideal Point 
of Information terminal, Set up so that 
customers can access them, one or 
more CDTVs can hold a variety of 


information on the company's activi- 
ties and services. Ultimately we may 
see customers with CDTVs at home 
using them via a modem as a direct link 
to the companies they are dealing 
with. Imagine, for instance, having a 
catalogue on disk. This could hold 
price and size information as well as 
several static colour pictures of each 
item . Once you had made a sel ection it 
would be a simple matter to transmit 
you r order down the phone- li nes direct 
to the catalogue company. 

(it) EDUCATIONAL ESTABLISH- 
MENTS — will find hund red s of uses for 
(he CDTV, which is an ideal teaching 
medium. It can hold huge amounts of 
easily cross-referenced data inc- 



ir st games to get the CDTV treatment - 
more graphics, better sound - no doubt there will be many 
more, 
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We looked 
development: 


at five or the titles in 


A Bun For Barney 

(Multimedia Corp) 

An interactive story for young children . 
It tells trie story of how Barney the Bear 
setsout to enjoy aquiet lunch (his iced 
currant bun), but ends up encounter- 
ing lots of other creatures The story 
has animated illustrations and the text 
is shown on screen in large easily 
readable type with narration by Tom 
Baker. Children interact with the story 
via a wand which can be moved 
around the screen to point at objects 
and set off additional animation. The 
wand is also used to turn the page 
when the child is ready. 


Dr. Well man. Fam ily Medical 
Advisor 

(Dlgita) 

An example of the sort ol home 
database we can expect to see 
forming a substantial part of the 
available software for the CDTV. A 
wide range ol medical topics can be 
accessed providing information on 
everything from vaccinations required 
before travel ling to certai n countri es to 
alternative medicine, most entries 
have illustrations and spoKen com- 
mentary. 



A powerful reference t< 
encyclopaedic information on a wide 
range ol people, places, and land- 
marks. Searches can be conducted 
from keywords, or even parts of words. 
Once found, you can have the entries 
spelled out or read to check pronun- 
ciation. All of the entries are exten- 
sively cross-referenced, and the 
CDTV keeps track of your searches 
making it easy to backtrack. 

Time Table of Science & Innovation 

(Xiphias) 

An educational/reference tool which 
holds a comprehensive range of 
information on Science and Tech- 
nology from lhe beginning of recorded 
history up to the present day. 
Information is presented both visually 
and aurally, and, once again, the 
entries are extensively cross- 
referenced. 


What next? 

As i mpressi ve as the exi st ing CDTV is. 
there's more to come. Oneof the terms 
that's been bandied about over recent 
months is Full MotionVideo(FMV). The 
troLJ b le i s, not a lot of people know what 
it means. Full Motion Video is the ability 
to display complete frames of video 
data at the correct rate (50 frames per 
second on a PAL system). FMV is not 
currently available on the CDTV. It's 
not available because there are two 
problems One is that the hardware 
isn't quite up to it yet, and the other is 
that manufacturers of CD equipment 
have yet to come up with an 
internationally agreed standard tor 
FMV. and individual parties, like 
Commodore, are understandably a 
little hesitant about introducing it until 
that agreement comes into force. 
Hopefully FMV should become a lot 
more than flash jargon in a couple of 
years or so. 

Once you've got your basic CDTV 
(which you will recall looks nothing like 
a computer), you can plug lots of 
things into it to make it look like a 
computer, There are both Centronics 
(Parallel) and RS232 (Serial) inter- 
faces lor hooking up printers, and 
communicating with other devices 
You can plug in a standard Amiga 
floppy disk drive (which will only be of 
use if the software supports It). Inter- 
esting ly there is also full MID! suppo rt . 
which should make lor some interest- 
ing music packages: Playalongamax 
perhaps? What an awful prospect! 

One feature you won't find on an 
ordinary Amiga is a smart card slot. 
This accepts a credit card sized 
magnet lc device which i s able to store 
small amounts ot data permanently. 
This will allow the user to take 
information about their use ol applica- 
tions away from the machine. For 
instance you could store positions of 
useful entries in a database so that you 
could access them more quickly the 
next lime you switched or li e 
mach me, or keep track ol you r score in 
a game or position in an adventure 
game. 

The beauty of this system is thatyou 
can stop working on one CDTV and 
carry on from where you lelt olf on a 
completely different machine by 
transferring the smart card 

Another slot that greatly 
increases the potential power of the 
CDTV is the Intelligent Video Slot 
This has been designed to accept 


World Vista Atlas 

{Appked Optical Media) 
Another superb example ot 1ht> power 
of the CDTV Not only are maps ol all 
the countries in the world slored on the 
disk, you can also reference maps ot 
mosl ol the majorcities. Onceyou have 
accessed a particular country you can 
call up digitised colour photographs 
showing examples ol the landscape, 
examples ot music, and political, 
geographical, and social deiails 
World Vista Atlas is going to be an 
extremely uselu I educational tool 



devices like Genlock which allows 
signals from the CDTV to oe mixed with 
video signals from other sources. This 
opens up a whole vista ol possibilities 
for combining video lootage with text 
and commentary controlled by the 
CDTV 

If you are an Atari ownerthenyouare 
obviously going to be interested in the 
CDTV as either an additional piece of 
hardware or as something that suits 
your needs better than your existing 
machine. Amiga owners, on the other 
hand, will be delighted to know that 
Commodore is currently planning a 
bolt-on CD system for the standard 
Amiga, which will be a cheaper option 
for those wanting to explore mul- 
timedia. Any future CD machines from 
Commodore are going to be down- 
wardly compatible with the existing 
machine so upgrades will not entail a 
change of software , 

in Conclusion 

The CDTV is a very powerful and 
exciting tool, but its success will 
depend largely or, the availability of 
quality software Currently the 
machi n e seems to be aft racting a tot of 
interest from third party developers, 
and that can only be a good thing for 
the consumer. Commodore's pro- 
blem, now that it has the machine up 
and running, is how to convince the 
general public ol its worth. 

"Th 8 CDTV" says Com modore' sPR 
man AndrewBalt, "hastobe perceived 
as something as simple as the next 
generation of CD player. People 
genuinely don't know what it is or what 
it is capable of. The Hey to its success 
lies in the software: every user is going 
to have his own little software niche." 

The difficulty is In convincing 
consumers that the CDTV Isn't an 
accessory to a child's bedroom", but 
rather something that the whole family 
can use. During the first year of the 
machine's life demand is going to 
outstrip supply anyway, so this period 
gives Commodore an opportu- 
nity io pave the way for the mass 
sales that need to follow If the CDTV is 
not to lose its advantage as the first 
affordable mu Hi media platform 

One thing is certain: CD tech nology 
is going to continue to play an ever 
increasing role in home entertainment. 
Whether the CDTV is going to be the 
most successlui player in that revolu- 
tion remains to be seen. 


The CDTV in all its 
glory. It may look 
Like a common or 
garden CO player, 
but it's a hell ol a 
lot more— 
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vast there ye lily-livered swabs' It's time to prove your manhood in 
<i bloodthirsty battle to the death with the Evil Sorcerer and 
his henchmen. 

Hoist the Jolly Ko^er and set sail through strange and exotic lands with 
your old shipmate* Red Dug and One Eye. Shipmates they may be, but trust 
them not tempers soon flare in head to head dashes over the spoils of your piracy. 

Skull & Crossbones is the most blood-curdling arcade game on the market - not for 
the faint-hearted f Blood flows, razor-sharp cutlasses hack through the flesh of hideous 
opponents, arms and leg* are ... AAARQH ... ifs just disgusting! 

There's treasure, jewels, gold and lusty wenches to be captured and ghastly creatures 
to be slabbed, 

lt r S a rough and dirty job - and we all want to do it! 

MOKE SAVAQE THAN BARBARIAN ... MORE BLOODY THAN PRINCE OF PER 
MOKE LAV/QHS THAN ... NEW PRINT SHOP' 
Qet it now - but don't, phase don't show your grandmother, 

te^MHiMMr^ — nr — — 



TEFXiGEIM 

Tfe Nam m Coin- Gp Cmvers/mB 


1<»1 TFWr.FN All i 
r'i 1«1 Don^k Soflwilri 
hi h7 I .11 v Rii.iiI I iii-ijui 
AiaMM» on. Ami dm A1.ii 
Ami S^rpnnshals 


Lihu rnm-riTK) "*At*n Games Co»p. Artwork ftPackngirci 
LI-cJ Putili:*i?u brOomarh Su*1w;ir* Lid. Ferry House. . 
SW1 x S1PflT<.|-{>ei.780 »2<! Prsjiiriirnmerj br Walking Cycles 
ST. IBM PC. .1 fi A ft Jft C :iii-niiii+:.ii+. *l . 5|w Inin rlniMr.u-. 



48 



FEATURE 


THE PRODUCT THAT PUT THE NAM! VEKTOR GRAFIX on the 
lips of 16-bit games payers everywhere was undoubtedly 
Action's npressve mjlt-piare flight simulate* Fighter 
Bomber, but the company's impressive history began Ions 
before that particular game hit the shelves. 

Vektor Grarix has always been, very much led from me front 
by its owner and chief creative talent Andy Craven, a bearded,, 
stemmed and sfrong-m.inded Northern programmer. It was he 
who guided tine team inrough. early orojects such as The eon- 
op conversion of the now-legendary Star Wars and The 
Empire Strikes Back f or Domark, 

However., by the Summer of 'BB r with success on its 
doorstep and Andy Craven, now spending much of his time 
cnained to a development system, it was time that Vettor 
Graphics had a business manager. That man was to be John 
Lewis, who had prev.ously been with Cascade Games (which 
went on to become Artronic). 

Shortly afterwards the company won the coveted contract 
to produce Fighter Bomcer for Activision, 
for an allegedly record set of advances. 
Things were certainly looking up. 

Unfortunately life wasn't all sunshine 
and roses for long. The project was 
hampered by delays which caused 
financial compilations. This project 
caused so much frustration that when it 
was Anally released to genera ncc'aim. 
Lewis decided to call it a day. 

Meanwhi le, back at the ranch. Craven 
decided it was time to do a little 
rationalisation of resources, pull in the 
belt a little, curtail the world domination 
for a while and get down to some 
serious game producing. 

The team's next project, Killing Cloud, 
a futuristic 3D action/adventure game 
with simulation aspects, gained the 

company more critical accolades when it was released on the 

Image Works label. Then, as we reported back in Issue £9, its 

current simulation, Space Shuttle, has already caused a lot of 

enthusiastic noise even before its completion. 
So- whM else is happening at Vector's 

Leeds of^ces? 
Quite a lot actually. The current 

workload includes XF-50, a hyper-realistic 

space-based flight simulator, and Death 

Or Glory, an acrgss-the-eras piece that 

simulates everything from World War l to 

the Falklands. 
What makes both these games 

interesting is the amount of artificial 

intelligence packed into them. Craven 

explains: 'A tang time ago we realised 

that the future of flight simulation was 

heading towards war-gaming, with more 

strategy and gameplay. At that time (he 

publishers weren't too sure about this, 

but with the advent of Midwinter, 

Conflict Europe and so on, they soon 

began listening* 
Despite having a wealth of product in 

the pipeline, and like any software 

developer that wants to survive the recession, Vektor has 

realised that computer games can't be the only outlet for the 

team's creativity. Perhaps more importantly they have 
recognised that the games and film industries are now 
inextricably linked 

With the onset of vastly increased memory capacity 
(especially with the imminent availability of affordable CD- 
based computing) more and more detail is becoming 
possible, and computer games will have to become even 
more like interactive films if they want to hold the attention of 
the buying public: no longer is it enough to tum a film licence 
into a 2D scrolling arcade conversion Icokalike. Consequently, 
interactive films are one of the areas of expansion that the 
Vektor crew are currently investigating. 

One of its current projects, Mechwarrior II (a version of the 
well-known board game, Battletech), uses a new in-house 
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Vektor Grafix is widely regarded as one of 
the top 3D specialists in the country, but 
the road to fame has not been an easy 
one. Alastair Swinnerton relates its rags to 
riches story. 


1 wave: 
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STAR WARS AND THE EMPIRE 
STRIKES BACK, converted from the 

popular Atari coin-ops, were two of 
Vektor Grafix s first masterpieces - 

and a small taste of things to come. 



very detailed backgrounds. It is not such a giant step from this 
to the sort of realistic 3D human figures that would populate 
an interactive film 

Such diversification requires more than just devdopment 
money thcush, it needs a greater understanding of potential 
future requirements: not all projects give an immediate pay- 
back, The cartoons seen here are an example of this, Initially 
drawn by John Guenn, one of Vector's three artists, they 
inspired Andy to commission a full-length promotional comic 
strip for Killing Goud. 

Another pie which Vektor has its fingers well and truly 
dipped into is SN ASM, the popular development system 
which it designed in conjunction with feltow Yorkshire team 
Realtime Games under the 'Crossproducts" banner. This is 
rapiary becoming an industry standard 3D tool. 

in fact, the maxim that states 'if you want something well 



A FLIGHT 
SIMULATION THAT 
FEATURED SEVERAL 
PLANES and some 

impressive 3D, 
Fighter Bomber was 
the game that realty 
put Vektor Grafbt on 
the map. 
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VEKTOR GRAFIX 5 
ARTISTS had an 
opportunity to 
show off their 

skills In the Killing 
Cloud Comic. 


ONE OF THE OBJECTS from Vektor Grafix's most recent 
Same, Killing Cloud. The 3D routines in this game are 
notable for their ability to handle curves. 

WHEN VEKTOR 
PRODUCED 

Fighter Bomber, 
Andy Craven 
took flying 
lessons to give 
him a better 
idea of how 
aircraft really 
felt to fly. As 
this cartoon 
shows, he may 
initially have 
found civilian 
planes a little 
disappointing*,* 


done, do it yourself seems to have been 
taken to heart by Vektor Grafix: as well as 
SNASM and the articulation editor,, it has 
sprite animators, parsers and a whole host 
of development tricks to keep it ahead of 
the field m 3D. 

Its newest and cleverest piece erf 
programmes wizardry is a little gadget called COCO. COCO is 
basically an artwcf k translator which takes 256-cotour screens 
and converts them automatical*/ to 16-colour versions, or vice 
versa, as well as handling a whole host of other formats. As if 
that weren't impressive enough it also compresses files. 

Then, of course, there's Virtual Reality, the cument industiy 
buzz-word, and something which Vektor is certainly not 
ignoring. Since it was first mooted as a games medium some 



two years ago, VR has taken the public imagination by the 
throat. The timescale of 10 years until commercial viability is 
attained has been reduced drastically too. 

if things keep on at this rate, the very term 'computer game' 
may soon need redefining. In fact this new media will be 
neither film, TV, video or computer game, but a brand new 
entertainment media, and Vektor is determined to be there 
when ;t happens. 


THE VEKTOR 
GRAFIX TEAM in 
their Leeds 
office, with 
Andy Craven 
third from the 
left. 



Ly rich's sci-fi epic Dune 
is doing. 

36 MIRACLE 
PLAYS 

Are you a budding 
Tcha ikovsky? Can you 
play like Liberate? If 
not Mindscape's latest 
little toy could be just 
for you. Kati Hamza 
tinkles the old digitised 
ivories and sings for 
her supper, 

39 MY IDEAL 
COMPILATION 

Danielle Woodyatt, US 
Gold's PR person 
extraordinaire, tells us 
what she J d like to find 
in her gamesplaying 
cocktail and relates 
more than her fair 
share of sticky 
moments. 

40 

COMPETITION 

You know how you 
always wanted to own 
atop of the range 
Nikon camera? Well 
now your dreams can 
be a reality thanks to 
the folks at Sierra! 

43 REVIEW 

It's role-playing city 
this month as we cast 
our critical eyes over 
Snadowlands, Black 
Crypt Abandoned 
Places, Leisure Suit 
Larry V, Willy Beamish 
and many, many more. 
But don't worry all you 
action freaks r we've 



plenty to keep you 
occupied, such as 
Dynabhster and 4D 
Sports Driving 1 . 

74 BUDGET 

The best of t he 
cut-price bunch, 
once again 
taken 
through 
their 
paces by 
our own 
master of 
the 

money-savers, 
Jools Watsharn. This 
month; go fishing in 
Monty Python's Flying 
Circus, go racing in Ivan 
'tronman' Stewart's 
Super Off-Road Racer 
and go crashing in 
Team Suzuki. 

76 ARCADES 

A run-down of all the 
latest coin-op corkers. 
The man with the loose 
change, the extra lives 
and the hydraulic 
attachments is John 
Cook. 


79 DEMOS 

Another month, 
another chance to 
catch up on all the very 
{and we do mean very) 
latest (and we do mean 
latest) Public Domain 
software (and we do 
mean elephants), 

82 US GOLD 
COMPETITION 

The Bonanza Bros 
jnight be into hookey 
gear, but rest assured 
we ain't. All of our 
top-quality designer 
radios are off the back 
of a totally legit lorry. 
But just in case anyone 
asks, you didn't get 
them from us, 

84 TIPS 

Everything you ever 
wanted to know 
about Populous It 
but were afraid to 
ask, more RoboCod 
tips than you can shake 
a dead fish at and 
wartime strategy for 
Battle isle make up the 
core of Brian's control 
centre this month. 

98 NEXT 
MONTH 

Great news about 
Lucasfilm's greatest 
project ever and 
announcing the most 
total ly awesome 
competition ever, it's 
the newt month page 
(and it's not silly 
either)! 


GAMES FEATURED THIS ISSUE 


i S J 

1 



Mindscape (Review) 


Electronic Zoo (Review) 


Ocean (WIP) 


Dynamix (Review) 


U bis oft (Tips) 


Storm (Review) 


Electronic Arts (Review) 


Virgin (WIP) 


Ubisoft (Review) 


Three-Sixty (Review) 


Storm (Review) 


Millennium (Review) 
ierra (Review) 


US Gold (Review) 


Electronic Arts (Review) 


Bullfrog (Tips) 


Domark (Review) 


Millennium (Review] 
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■ A LUXURY 
" YACHT 


IN THIS EASY-T 
DOMAR K/TENG E 

COMPETITION 

F.ANCY A FAST-MOVING CAREER? Well you could be in luck, 
because the way Tengen sees it, the job of the future wilt be 
working for a futuristic DHL-style courier - only instead of 
delivering components and documents from one side of the world to 
the other, your job will be more along the lines of taking secret 
packages on a death-defying mission through enemy lines. 

Following an illustrious line-up that includes such coin -operated 
notables as Hard Drivin' and K/ax, Tengen s latest, Hydra, puts you 
at the wheel of a high-powered, heavily-armoured Hydracraft, 
powering your way through nine levels of action in an effort to 
deliver those all-important packages 

As ever, the conversion is being brought to you by those clever 
coding chappies at Domark, who hope to recreate exactly the 
coin-op's fearsome line-up of enemy boats, jet-skis, zeppelins, 
choppers, fighters and hovercraft all coming at you against a 
digitised background. 

But for those of you who can't wait for Hydra to make it to your 
screen, why not get in a little fast-boating practice by taking part in 
this easy-to-enter competition? 

Domark is offering the fabulous 'Christina' a 1/24 scale 
remote-controlled pleasure yacht (so realistic that it s even got a 
fully- working bilge- pump!) to the lucky winner, but not only that, 
eight runners up will each receive a Dolphin' t Slightly smaller than 
the Christina, the Dolphin is a 1/30 scale recreation of a pleasure 
boat designed for use in pools and ponds. 

So if you fancy a life on the ocean wave, simply answer the 
following three questions, and send your entry on the back of a 
postcard (or sealed envelope) to Watery Winner, The One, EMAP 
Images, Priory Court, 30-32 Farringdon Lane, London EC1R 
3AU f to arrive no later than May 9th 1991 




1. Which of the following coin-ops was also 
converted to computer by Domark? 

a) Escape From The Planet Of The Robot 
Monsters 

b) Golden Axe 

c) Super Hang-On 

2. Which previous Domark game also 
featured water-based shooting action? 

a) Spitting Image 

b) MiG-29 Fulcrum 

c) Live And Let Die 

3. Which famous coin-op hardware company 
is responsible for the Tengen range? 

a) Taito 

b) Bally 

c) Atari 

THE SMALL PRINT 

The editor's decision is final and correspondence will be entered 
inlo, winrvers will be published in a (ulure issue of The One. 
Employees of EMAP and Domark (and their relatives) may not 
enler, No cash, alternative will be offered in place of any rjj ihe 
prizes, 


No PC Graphics Here. 

As everybody knows, many Amiga games aren't really Amiga games at all. They're PC 
games in disguise. But now Accolade introduces three awesome games that definitely are 
"Made in Amiga." That means enhanced 32-cotor Amiga graphics. Great Amiga sounds. 
Hot Amiga music, And dazzling Amiga animation. If you're looking for 100% pure Amiga 
adventure. Accolade has three graphic examples. 


"Le$ Maatey is a bit 
o f a n&rd" 
- What Personal Computer 



The look ond feel of a Graphic Adventure As the skinny but heroic Les Manley. your task One minu-e y ix. re wulcNng IV. the next 

with the depth of an FRP. Totally icon driven. is to flrvcJ the greatest, most elusive enter- you're sucked into a parallel universe ot 

Over 1 00 hours of frightenlngry realistic tainer of all tirrne, win a minion dollars - and gorgeous artwork and clever animation, 

gameploy. Help Elvira solve the terrible secret the affection of your boss's secretary who Your quest? Save this remarkable world 

of her 800-location castle. doesn't know you exist. from destruction. 


To order write or call: 
Accolade Europe Ltd. 
50 Lombard Road 
London SWT1 3SU 
(071) 738-1391 


&*a*nogfiol«(M«l ftmr "B" P*DAjctcn5 iMracndMUrasiDfttw&H! 
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PRGJECF 

Air Duel 

PUBLISHER 

MicroPros* 

AUTHORS 

Glyn Williams 
(Design and code) 
Martin Motk 
{Project 

management and 
additional design) 

INmATED 

October 1 990 

RELEASE 

August 1991 


Gordon 
Houghton 
dons his 
flying 
jacket, 
starches his 
scarf and 
samples 
high noon 
at high 
altitude. 


FLYING TON 


■ TS A FAMILIAR STORY. 
I Programmer on the rebound meets 
I software house., ihey Fall in love and 
spawn o child. In this case the 
programmer is Glyn William*, and the 
gleam in his eye was a 3D dogfighring 
game called Fatter. After experiencing 
some difficulties in his relationship with 
Activisian (for wham he produced 
Warhead) he turned to MicroProse, 
who gave life la his project and allowed 
it to grow. Together they christened the 
new, improved version - Afr Due/. 

A combination of fighter aircraft and 
the MicroProse tag usually means one 
thing: on in-depth bell$-cmd- whistles 
combat simulation. But that's not the 
case this time, a $ project manager 
Martin Moth explains-: "You can't really 
term it a simulation, because there isn't 
enough happening at ground level: 
while the world you're in is realistic, it's 
not totally accurate. Ifs also not mission- 
based, if s simply a contest between 
two aircraft - you and the enemy." 

Further evidence of this arcade- -style 
approach is its planned appearance on 
the MicroStyle label - Moth sees it as 
similar to previous releases under that 
Hag, such as RVF Honda and Stvni Car 
Racer. "There are elements of realism in 
there to make the gameplay fun, but the 
basic aim is to get up, snoot the enemy, 
and get down again. " 

In principle ifs similar to Air Combat 
one of Atari's first 
ever coin-ops, 
released in the late 
1 970s, where a 
variety of ancient 
and modern planes 
with equal 
weaponry duelled 
for supremacy of 
the skies. Add an 
extra dimension, 
iwikjh to First- 
person perspective 
and create realistic 
flying conditions, 
and you've got the 
essence of Air 
Duel. 

There's a quartet 
of scenarios 
featured - two World Wars, the jet age 
and outer space - the landscape of each 
designed to convey the atmosphere of 
the period. For example, ihe World 
War I scenario is mostly made up of 
grey tones, for that genuine 'early 
morning aver the Front' effect. 

The combatants in this first duel are 
the core of Glyn's original game: a 
Fokker DR1 Triplane and a Sop with 
Camel. The World War II backdrop is 
the Pacific Islands, switching ihe action 
from land to sea and starring □ 
Mitsubishi A6M Zero versus a F4F-3 




QUE CONCESSION TO REAUSM is that oil of 
the aircraft feature accurate fltght 
characteristics: it will he much easier to stall 
and more difficult to gain height in this WWI 
Fokker Triplane than it would be in the 
Wildcat, and ihe Mas can indulge in 
vertical climbs and fancy manoeuvres. One 
thing that may surprise MicroProse fans is 
that this will be a purely apolitical gome: tfie 
Triplane, as yau can see, has no nationality 
markings. This decision to exclude political 
details also results in a foster screen update 
and a more manoeuvrable plane, 

TO FREE WILLIAMS from same of the spade- 
work, of design. Moth is currently modelling 
each of the si x tec I and two imagined 
aircraft on o computer. The process begins 
with original drawings which he convert* 
into a series of poinfe and faces for the front, side and top views, off on graph paper. These 
are then transferred onto a PC, with each design talcing about 1 0 days to complete, 
Because the nature of ihe game keeps the land detail to a minimum, mere i; more roam Tor 
detail on the aircraft themselves. Once the graph paper version has been transferred to me 
PC it undergoes Binary Space Partitioning: this is a way of depth-sorting all the polygons, 
so that you only see the faces you are meant to see. Onte the colours and the x/y/z 
coordinate* have been checked, the finished aircraft design can be downloaded onto 
Glyn's machine. 


Grumman Wildcat, However, if you 
prefer the roar of turbines and ihe 
smell of hot metal, the present day 
scenario features a McDonnell -Doug las 
F- 1 & Hornet and a MiG-29 tussling 
aver the Gulf. Then there's space, the 
final frontier, a riot of space stations r 


girders, and two (as yet unspecified) 
combat vehicles. 

Out-and-out dogfight qarnes are a 
rare breed - Martin Math can only 
recall a couple of noteworthy efforts: 
the classic C64 Mirrorsoft title, Sprrfire 
40, and linage Works' vector-based 
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Sky Chase: "Sky Chose worked 
because it was so fas! and playable., 
although it would have bean nice to 
hove had polygons. Spitfire 40 had 
polygons, but it was too slow." 

The aim with Air Duel is to achieve a 
compromise gf realism and payability. 
The key word is 'chuggy/: ''You con 
get dawn almost to chuggy; but there's 
a fine line between chuggy playable 
and chuggy unplayable. You want 
responsiveness without having to think 
about it/ 

One of the most vital aspects oF any 
one-on-one game is the Difficulty of the 
simulated opponents, a factor which 
Molh ond Williams haven't 
overlooked: "The quality of computer 
combatants will vary according your 
ability. Every lime you achieve success 
the Computer analyses your 
performance: the better you get, the 
smarter the opponent you face." 

However, this difficulty won't be 
graded according to the scenario: 
you'll be able to choose any of the four 
combat scenes from the options screen, 
and each will initially feature similar 
conditions. Do well in single-player 
mode and your achievements are 
saved to disk. Typical ly r the computer 



TO HELP YOU ORIENT 
YOURSEIf in the sky, Air 
Duet incorporates ref erence 
points such as the sun and 
clouds, and a natty little 3D 
cueing system in the cockpit. 
Thii is actually an arrow 
borrowed from the F-1 5 
arcade machine, which 
chanae;, ihapc sd that it 
always points towards the 
enemy. For example, if the 
arrow is squat and painting 
upwards, the enemy is 
straight ahead; if if s long 
and pointing dawn, the 
enemy is behind you. 


IN TWO- PLAYER MODE, the ochpn can be 
displayed in three ways. You can link two 
machines together, producing the same full- 
screen eWuct as sola player mode, or you can 
have two players on one machine and split 
the screen either horizontally or vertically. 
Contests will simply be a case of destroying 
rhu Other player aver a predBtermi ned number 

of games. 



records the Jerm$ in which you achieved 
o high score,, so mat your tally will be 
accompanied by information thol you 
were a novice pilot with unlimited fuel in 
realistic frying conditions. 

This leads to the range of options 
already penned in. The basic elements 
include tingle and two- player modes - 
with either player controlling either 
aircraft in any scenario - and realistic or 
arcade- style flight characteristics. 

These two flight modes have been wilh 
the project since its inception: Williams 
always intended to have accurate 
controls for flight sim buffs and arcade 
controls for the fast food brigade, where 
specific joystick actions leodto 
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manoeuvres such as rolls. MicroPros* 
is also considering including limited 
end unlimited fuel supply options, 
optional navigation aids, rewards for 
stunts and other bonuses. The point of 
all this is that if cn expert pilot plays a 
novice, a system of handicaps makes 
the fight fairer. 

The fliq.nl mechanics arc currently in 
development, a compromise of 
Williams' programming and Moth's 
own flying experience. Molh is an old 
hand with MicroProse's very own 
plane, a four-seater Piper Warrior. 
"Flying an aircraft is actually quite 
simple," he points out, "the difficult 
part is. learning the instrumentation 
and rules , Jr This experience has 
helped shape Glyn's flight model, 
which was initially too sensitive to 
joystick control, and had an auto- 
levelling function: "It effectively 
restricted you to driving 
around on one level 
without using the 
verticals." 

The ultimate criterion 
is playabilily r as Moth 
explains: "It's all down 
Id speed, Masses of 
depth and super- 
intelligent enemies 
would detract from the 
action. One of the 
interesting features we 
discovered about 
Dynamix r Red Baron 
wos that when you go 
into combat it cuts out 
about 75 per cent of the 
ground detail, All you 
really need when you're 
fighting is a reference 
horizon and a few 
features - we hope you 
won't have time to stop 
and admire the 
scenery. ' r 


THE ART OF COMPROMISE . 

JUGGLING THE DEMANDS of frame rate and realism is one ot the key problems in Atr 
Dud, more so than in most flight games because your success relies on flying prowess 
rather than high-tech weaponry. m 

MicroPros* hopes to achieve a minimum final running speed at six to seven frames 
per second - at ihe moment, with debugging routines in place, if s running at around 
three to four. Simplification is the answer: there will be a maximum of 1 6 colours, and 
in two-player (split-screen} mode, a lot of the detail will automatically be removed. 

The need for speed wasn't me only playability problem to be solved: if the scale of Ihe 
aircraft was accurate, most of the time you would only see a dot on me horizon 
because the screen resolution isn't fine enough. As a result, from the cockpit viewpoint 
all the planes are approximately eight-times their normal size, However, when you 
switch to any one of the external views, me scale reverts back to normal " so that you 
don't, for example, have an aircraft that appears to be half the size of the carrier from 

which it is hunched- . ♦ t , L , 

One final key feature which sacrificed realism to arcade action is the plane s shadow. 
This is intended to give an impression of height, and always appears in front of you, 
whichever direction you fly in and wherever ihe sun is in ihe sky. 


AT THE MOMENT THERE ARE DIFFICULTIES 
with the reference points in the off- world 
scenario. The dots you see here are 
intended to give some idea of direction in 
3D space, but *iR almost certainly be 
changed "probably la a 3D grid." Then.' 
pre also plenty af atmospheric details to be 
added, including huge girder structures., 
shuttle*, docking stations and MMUs 
(Wanned Manoeuvring Urtits|. Space 
combat presents interesting possibilities for 
Right modelling: inertia will play a part, so 
that luming corners could be o case of 
'skidding' as your craft rotates, and you 
will also be able to reverse at the same 
speed as you move forwards. Each craft 
will be launched from a space station, 
either heed-en ar from remote points in Hie 
playing area. Design details haven't been 
finalised, either internally or externally, 
though Math favours an ETite-styfe display 
and a green glow for the instrument panel. 



1N KEEPING WITH THE PURE DOGFIGHTING 
elements af the action, mere isn't a vast 
array of high-tech weaponry available: 
machine guns appea r in. the two World 
Wars ana present day scenarios, missiles 
appear in the present and laser bah and 
plasma cannon turn up m the space age- 
There wi II probably be an option to 
replenish or even increase your firepower 
by performing stunts. Shooting down on 
aircraft is appropriately spectacular it 
bursts into Home, smokes and then 
explodes, witfl plane parts flying 
everywhere. There should also he a replay 
option after a kill which cuts to an external 
view of the aircraft and relays the fina I f uw 
fatal seconds. 


GLYN WINS HIS WINGS 

GLYN WILLIAMS HAS AN ECLECTIC TASTE in computer: as well oi mastering oil ot tiie 1 6-bit 
machines he's dialed a Wang, an Apple, a BBC, and a C64 His first efforts were all for Ihe C64: 
an unreleased helicopter game follow^ by Chafe (for fcainbird) and a conversion of $tor 9 <der Last 
year he produced the fruits of two years' labour: the space flight-eum-atien invasion epic, Warhead. 
Not a mon to twiddle his thumbs when there's a Fokker to be Howr^ he also plotted tin current 
project, which makes use of many of iho 3D routines found in Warhead. 




GROUND OBJECTS will be kepi to o 
minimum in the heat pf battle, but they will 
be included in other aspects of the game, 
For example, you wiW be ahfe to watch the 
Wildcat launch from its carrier, and there 
will he plenty of islands and runways to 
land on, bunkers, bridges and hangars to 
destroy or fly through, and even features 
found in the F- 15 coin-op., such as oil-rigs 
and refineries. As well as being decorative, 
you could opt to turn them into stunt 
objects; far example, yw could decide that 
flying under a hanger would immediately 
refuel the aircraft, or simply gain you extra 
points. 
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WHEN THE TOP-CLASS future 
sports extravaganza 
Prajectyfe catapulted Eldritch 
The Cat to stardom last summer, the 
learn consisted or two men and a 
couple of computers. These days The 
Cat has bigger fish to fry. In the lost 
1 2 months Eldritch has acquired two 
new directors, moved offices, recruited 
a handful of staff, lost two directors 
and blagged software contracts from 
nine different publishers. Only one of 
the original twosome - Steve Wetherill 
- remains; his sometime partner Marc 
Dawson is currently financing 
marriage and mortgage as project 
manager for educational publisher 
Database. The other Cat to leave the 
litter was S'efcn 'Walker who'i since 
become a full-time employee of 
Electronic Arts. 

Top on this month's list of imminent 
Eldritch projects is Milleni urn's 
Tentacle - a horizontally scrolling 
shoot 'em up with a spring in its tail. 
At first it sounds 
like the usual 
'aliens threaten to 
eat babies and 
mash your world 
in 24 nours' 
scenario. In this 
case though, the 
vehicle charged 
with positioning a 
series of time pods 
and blasting seven 
shades of slime out 
of everything in 
between,, is no 
bog-standard 
fighter plane. 
What we're 
dealing with here 
is a tentacle craft - 
not only one of the 
most deadly 
weapons that ever 
mutilated mutant 
organisms, but 
also one that's 
kitted out with a 
smart set of 



Mi I lenium's forthcoming blqifer promises 
cm qrm full of trouble^ Rati Homza fetfrihe 
cat out of the bag- 



THE DESIGN FOR THE ORIGINAL MAIN 
SPRITE was vetoed by Millenium. "Basically 
they look one look at it and said that ft 
reminded mem -of an earring/ 

and grabbing hold of rhe most 
treacherous terrain. 

Control is a question of twi siting the 
joystick to increase the momentum of 
the craft's spin. With a bit of practise 
the wonder- machine can be twisted 
right from one corner of the screen in 
to the other. rVlark McCubbin, 


HERO SPRITE MARK 2 ii a massive 48 x4a 
pixels big, "Heroes are usually 24x16; just 
little spaceships. We thought mat looked a 
bit weedy, SO we expanded the sine-'" 


IN ALL r THERE'S A GRAND 
TOTAL OF 150 DIFFERENT 
ANIMATED ALIENS to kill, the 
biggest, a giant elephant, 
□ round 160x128 pixels large. 
Small creatures fill in rhe gaps 
between mega -a lien bashing 
and are designed to link into 
puzzles. 


springs or 
tentacles just right 
for spanning gulfs 



PROJECT 
Fen toe I e 

PUBLISHER 
Millennium 

AUTHOR 
Mark McCubbin 
(Design, Coding 
Project 

Management) 
Jimmy Savage 
(Graphics] 
Martin Calvert 
(Graphics) 
Mark Jones 
(Graphics] 
Dick Splash 
(Graphics) 
Steve Wetherill 

(Sound) 
Tim Wright 
(Sound) 

INITIATED 
August 1 990 

RELEASE 
June 1991 



WITH THE 
EXCEPTION OF 
CREATING OCCAl. 
perfetifng hSa 
movement of the 
hero craft took by 
far the longest 
chunk of 

development time, 
"I juit couldn't get 
the springs right." 
explains Mark, "I 
had □ mental black 
in actually 
programming it, id 
in the end 
everybody had to 
chip in and help 
me out." Thii 
picture is token 
from on early 
demo. 
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THE LANDSCAPE BLOCKS for each level are 
designed according to the themes of eight 
chosen regions: a dinosaur world r a 
Fantasy land, a, Roger Dean universe, a 
Beast 2 environment, □ vokcnD stoge, a 
Tentvde maie, a m&tal world ond one still 
tq be defined . During level-design, t+is in- 
hcrtjse map editor allows blocks like this 
on e to be pushed and shunted about at 
will. 

programmer, director ond chief 
designer elaborates: "Originally it was 
intended for the springs la be there all 
the time but it was difficult to design 
interesting puzzles around it." Instead 
he opted Tor a compromise, Tentacle 
control alternates with continuous scroll 
sections in which the screen moves 
around the hero Blood Money style. 

The ideo hit MeCubbin, whose 
previous projects includes the ST 
conversion of Shadow Of The Beast, 

E radically by magic, "It sounds corny, 
ut I bought o new pen and this was 
the first thing that came into my head. I 
just wrote it down - I don't 
know why I came up 
with it." 

Days later he 
suggested it to 
Millenium. 
"The gome 
spec was 
just 0 two- 
page scrap 
of paper 
with a few 
little 

drawings- at 
me side, but 
they bought it 
We don't 
normally sign 
games on the basis of 
scraps, but Millenium wonted 
to sign a project with us and r en"n:Jc 
just looked right," 

With the exception of a couple of 
major graphical overhauls, the results 
so tar nave Followed the original 
concept to the letter: eight worlds 
stuffed with giant monsters, a bigger 
than average hero sprite and 1 2 
mega -mean ies plus an arsenal of 
weapons to each level. 

All of those graphics {including an 
extra-long intro sequence) may add up 
to one hell oF a three-disk program. 
What makes it possible is the oll- 
singing, all-dancing Eldritch in-house 
development system. Dubbed Qccai 
(pronounced Och Aye) for no better 
reason than the fact that Mark 


"WHEN WE FIRST SENT THE GRAPHICS to 
Millenium they said, 'Moke them mean', so 
Jimmy drew leeth on them oil. Then he 
realised 1 that isn't what they meant," For 
Jimmy Savage, newt but a schoolboy 
before lie began drawing pictures for The 
Cot, Tentacle has, been a personal learning 
process. Early practice graphics like this 
called for "some seriously drastic 
changes/; these days he's a veteran at 
producing exady the kind erf fantasy 
sprites Mark MeCubbin wants. 
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GRAPHICS 

Tentoctes graphics the responsibility of Jmimy 
Savage, Martin Calvert, Mark Jones and Dick 
Splash, are heavily influenced by their collective 
heroes: Rodney Mathews, Roger Dean and Tim 
White. Inevitably, this means 
there'll be certain resemblances to 
Psy gnosis' distinctive graphical style 
butler MeCubbin and Wethenll, 
this is pure coincidence. "Everyone 
thinks it's a Psygnosis game at first 
but we haven't copied Psygnosis ■ 
we [usl read the same books as 
tfiey do: Last Ship Home by Rodney 
Mathews and Chiaroscuro by Tim 
White. Reflections' graphics are 
very popular, but they're not the 
only ones who like that style, Mark Robinson just 
happens to draw in the same kind of style as 
Jimmy Savage - and that just happens to be a 
Rodney Mathews, Roger Dean kind ot style, 


mm 

1 " 



m 





THE TENTACLE SHIP'S ULTIMATE 
WEAPON is a giant spinning star and 
bullet extravaganza which hasn't 
been completed yel. "We're 
trying to make all the 
weapons really big so 
they bolt impressive-*' 
enthuses Mark 
MeCubbin. There'll 
be 12 different 
types, everything 
from plasma bombs 
to lasers and a 
boost burton to 
determine the 
strength. Finding 
out exactly how well 
each weapon works 
against a specific alien 
will all be part of the 
puzzle, An unusual feature is 
me ability to switch between 
any of your four available craft at 
any time, Each can be equipped with its 
own collectable hardware: any weapon 
you've already got is automatically 
assigned to one of your reserves, 

MeCubbin is a Scot r this was begun 
as an engine exclusively for Tentacle, 
then expanded to cover the 
development of all current Eldritch 
products. Asked to describe it, 
MeCubbin waxes lyrical: "It's just 
very t very good," In other words, if s 
a language which allows several 
programmers to code a game 
simultaneously on several machines- 
"Someone can program part of it on 
a PC and pan of it on the ST and it'll 
work on both machines. " The same 
applies to Amiga and Sega 


MegaDrive data, the net result being 
thar development time is cut down 
substantially. 

Steve Wethc rill chips in: "It's really 
an animation and movement control 
language with lots of bells and whistles 
tagged on." Initial development is 
carried out on PCs using SNASM. To 
make Tentacle work on another 
format all the Qccai code stays the 
same • it's only the graphics handlers 
that need changing. The game logic is 
already working fully." 

Qccai, which also sports some pretty 
smart data-crunching capabilities, is 
constantly being updated and already 
into version 2.23. "And that's a lot of 
versions." In theory they should all be 
backwardly compatible so that old 
code never becomes obsolete, In 
practice it doesn't always work out 
quite thai way. MeCubbin: 'We're not 
exactly popular when we use 
something in a new version that they 
have to change all the code for, but so 
far it's only happened twice, " 

By now, the programming 
spadework has been more or less 
completed, All that's left is to finalise 
the graphics, fine tune the hero craft's 
handling and implement the level 
designs. Meanwhile other Eldritch 
projects are vying br attention. Expect 
lo see The Cat's footprint on (among 
others) a superhero exploit for 
Electronic Arts, System 3's revamped 
Myth and Elite's coin -op conversion of 
Cavemen Nmja over forthcoming 
months. 


BIZARRE, MEAN 
AND UGLY. The 
animation designs 
for flies like this 
one comes straight 
out of Jimmy 
Savage's head. "I 
just look ato still 
picture of a Tim 
White creature and 
imagine how it 
moves*" 


SOUND 

When you've 
got 150 
different 
complex 
sprites to 
process there 
isn't much 
room left for 
elaborate 
sound. 
However, a 
series of 
atmospheric 
Tentacle 
effects 
designed to 
enhance 
crucial parts 
of the action 
ore currently 
being 

programmed 
• by Steve 
Wetherill and 
Tim Wright. 


SOME PRINTERS CAN BE 

QUID'S PLAY. . . 


Whatever computer you use, a 
toy town printer is going to 
make your printing look 
appalling however outstanding 
the content, To create the 
right impression and look 
professional you need a 
professional's printer. 

NEC. It's a name that 
most professionals rely 
on. Now they introduce 
two new printers, the 
Pin writer P20 and P30, 
specifically designed for 
personal use* 

The 24 -pin printhead 
technology that NEC 
pioneered produces 
type quality of 
crisp, sharp 



**** 


'V, 



start of print positioning 
that personal use 
demands, allowing fine 
setting for each paper 
format. 

And there's a choice of 
9 resident fonts from 
prestigious Prestige Elite 
to classic Courier, 
including typeset look 
proportional spacing. 
Both the P20 and the 
P30 are compatible with 
virtually any software and 
both will operate in all major 
hardware environments from 
IBM PS/1 and Amstrad 2086 
machines through all the 100% 
PC compatibles 
to manufacturers 


. . . UNFORTUNATELY. 


daisy-wheel standard, but at 108 characters 
per second in high speed letter quality mode 
and 216 characters per second in draft mode. 

And the paper handling is superb. Built in 
push/ pull tractors for perfect non-slip 
printing on continuous stationery; low tear 
off* for paper conservation and perfect 
realignment; paper park facility eliminating 
messy unloading when printing single A4 
cut sheets. 

They've even thought about the variable 


such as Atari and Commodore. 
At only £299 recommended retail price for the 
P20 and £399 for the wide carriage P3G\ with so 
many professional office printer features, you 
might be forgiven for thinking that they would 
cost at least twice that. But then creating the right 
impression is what it is all 3 bout. 
For samples of the Pin writer P20 and P30 print 

quality and mure 

^ information on the 

. f I N E D 


printers either call us on 
(081) 993 9831 or fill in and 
send the coupon, postage is paid. 


The P20, professional quality 
for home use 
at only £299 RRP 



\ 
V 


ThePJO, 
the entrepreneur's printer 
at oniy £399 RRP 


IBM, Amwjad, Ata/i and Commodore are all acknowledged r* ademmrki. 


Please send me samples of the print quality and further details on the 

□ ™ ri ,e ' □ ™ r,,cr □ *■* 

NAME 


COMPANY ilt APPLICABLE 


Ai:oias. 


POSTCODE 


TEL 


SEC 

Computer 


Return to NEC Computer Peripherals, 
NEC (UK) Ltd., 

FREE POST, NEC House, 1 Victoria Road, 
London W3 6BR. 


f R A L 5 


DISK 



INSTRUCTIONS 

THE CONTROLS ARE SIMPlf TO get to grips 
with. Pushing up on the joystick will make 
you jump, left and right will move you 
around and pressing fire will allow you to 
attack a creature. 

To kill something, you have to shoot it 
enough times so mat it turns into a small blob 
itself, then run over ihe blob to remove it from 
the screen. If you leave it too long, (he blob 
will turn back into a monster, only this time 
hell be much nastier. 



OKAY. I IERE'5 SOMETHING just that little bit different. From the people who brought 
you such classics as The Lost Ninja and Myih comes Fuzzball, a cute platform cum 
puzzle game with one of the strangest main characters ever. 
After a noHoo-pleasant run-in witr on evil wizard, you were transformed into o small 
fuzzy blab and thrown into the darkest corner of his tower. Well, as with all good fuzzy 
blobs, you weren't just going to sit there and take such a punishment lighlty. Instead you've 
decided to climb to the highest level of the tower and Find the necessary spell to turn you 
back again, 

The full game contains over 90 levels but to give you a taste of what to expect, System 3 
has given us the first three to play with. The idea is simple, jump around the platforms on 
each screen r clearing them or both monsters and treasure, all within the time limit, Should 
you take too long over it, the wooden door will open allowing a flock of hungry birds to 
Q^^^ittaek you. 

r FUZZBALL SPECIAL OFFER "j 

You've played the demo, you've read the news features, now buy the game! In an 
exclusive deal with System 3, readers of The One can purchase a copy of Fuzzball at on j 
amazing cuHJown price of £1 5.00! That's a saving of a whole tenner, how's that far 
value! 

Simply Fill in the form below and send it to the following address with a cheque made 
payable to System 3 and the game will be yoursf 


The One/System 3 Fuzzball Offer, 

18 Peterborough Road, 

Harrow, 

Middlesex, 

HA1 2BQ. 


Nome; >>< 
Address: 


Telephone No (if applicable): 

Age: - 

Signed: >, 
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Eldritch The Cat and Electronic Zoo approach 
their first joint publishing venture with their 
feet firmly on me ground, Kati Hamza goes 


in 


for some serious sole-searching. 


PRON 


ARL1ER THIS YEAR, the phone rang at the Liverpudlian offices of 

Eldritch The Cat. Mark McCubbin, director and programmer 
icked up the phone: "It was Electronic Zoo, and they said, We 
want to do a joint publishing venture. Come up with a game, so that 

is exactly what we did," 

The result is Ryhok (pronounced Ree-bok, like Ibe trainers) an all- 
out horizontally scrolling beat 'em up with a metallic touch. The 
hero one giant-sized, gun-toting, merciless dude, is entrusted with 
the task of cleaning a number {as yet undefined) of levels bursting at 
the seams with bugs, beasts and bloodthirsty creatures 

Bui this is a man with a secret: as he wanders through the regions 
of his troubled world, pod pick-ups transiorm his fleshy arms and 
leqs into the articulated appendages of an intelligent robot. 

Unlike Tentacle, the other Eldritch release covered this month 
Rvbok is aimed at a traditional audience. McCubbin expands; We II 
be creating a good playable game, but we're not going for originali- 
ty " Instead the objectives are giant graphics, speed and com-op 
quality "We're aiming at people who want loads of pictures and giant 
creatures to blow apart - arcade fanatics basically." 

The magic word is BIG. as McCubbin demonstrates. The thing about 
it is that it's got big. colourful., detailed graphics, and I mean really 
big graphics, not jusl big, big like Shadow Of The 
Beast big. but big, big, big, Eldritch The Cat big." 

Big translates into a main sprite that's lour times 
larger than the chunkier than-average star of 
Shadow Of The Beast. "It works out at 9& x ao 
pixels, I don't think you can get much bigger than 
that r " McCubbin insists. There'll also be a super- 
long intro sequence ("It's vital to have that 
because it really sets the scene") and more than 
10 giant aliens per level. 

"Hopefully if it's good enough it should go on to 
the arcades rather than the other way around," 
adds graphic artist Martin Calvert, "That's why 
we want it to feel like a coin-op rather than some- 
thing programmed for 16-Bit." 

The cats are realistic about exactly what Kind of 
a game they're aiming for. Rybok is the kind of 
money-making producl designed to finance olher 
more original projects, so it's got to sell well. And 
if it's going to do that, then it won't necessarily 
be breaking new ground. Stove Wealherill explains 
■•Most of the games that sell aren't very original. 
You do get the odd Populous and stuff like that, but 
it you try and aim to write Populous you'll be 
working on it for years and years and go bust in 
the process. So we have to do 
something which makes money." 

That doesn't mean that Rybok will 
be indistinguishable from every 
other beat "em up though: "The 
last thing we want to do is annoy 
the player. We're really aiming lo 
produce an arcade-quality game, 
but it's got to have some sort of 
twist to make it different from the 
rest, otherwise it'd be boring 
writing it." 

So what are the magic ingredients 
that'll turn the average piece of 



THESE GUYS ARE SMALL-FRY in 
comparison with the kind of mea- 
nies you can expect to see in the 
finished game, "What we're aiming 
for are giant aliens that actually 
look bigger than the screen verti- 
cally," Defeating them won't just 
be a question of punching until 
your knuckles are raw. You may 
end up hawing to jump on a bad 
guy's knees or bash key body parts 
to get the required result. 



UNLIKE MOST ARCADE ADVENTURES, Rybok doesn't have 
its sprites wandering around the landscape in graduated 
steps; instead they smoothly follow the contours of the 
maps This, an extremely early demo, consists largely of 
landscapes pinched from Tentacle (see page !>7> and a 
very early sprite design. The finished hero, Eldritch 
assures us, won't bear such a striking similarity to "The 
Beast'- 


code into a smash-hit arcade 
game? Martin Calvert sets the ball 
rolling: "An exciting variety of 
graphics, not to mention the way 
you fight and defeat the enemies." 

McCubbin chips in: "The impor- 
tant thing is to keep introducing 
new features, new things appear- 
ing where you least expect them." 
One of his personal favourites is 



THERTS NO PARALLAX SCROLLING AS YET, but there will be r main ly 
because in a game that's aiming for mega-graphics you just can t leave it 
out. 
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ALONG WITH EVERYTHING ELSE, 
Rybnk's weapons are destined to be 
big. In addition to a few standard 
pieces of hardware you'll also be 
able to collect several more exotic 
ones. On the list so far arc a South 
American holas {a weapon consist- 
ing of two balls connected by a 
string, which wraps itself around 
the enemy's legs), a boomerang and 
a gigantic axe, 


SOUND 


Coin-op Qualify means coin -op sound. Musk it 
Tim Wright, aided and abetted by the original 
Eldritch minstrel, director Steve WehSerill, is aiming 
for "atmospheric, great thumping stereo sound 
effects*" The movement of monsters will be mir- 
rored by the speakers: if the bea she's to your left, 
for example, all tbaf stereophonic sound should be 
blasting your left ear. At present negotiations are 
under way to acquire the licence to use Queen's 
Under Pressure. "So tar they've asked tor 
£150,000 though, so lhafsa bit unlikely." 


Ghoufs V Ghosts, particularly the magic chests 
which spontaneously pop out of the ground: That 
game's excellent, really well done. What attracts 
me is that however far you get, there's always 
something there that you're desperate to see more 
of. Curiosity is what drives you on to play the 
game and that's what we want to achieve with 
fiybok." 

The similarity between the game's working title 
and a well-known brand of trainers is part of a 
shrewd, but as yet embryonic, marketing plan. So 
far, all Eldritch attempts lo coax Reebok into spon- 
sership have me? with stony silence. "I don't think 
they believed us with a name like Eldritch The Gat. 
We also approached Cadbury's because we thought 
of basing a game round the exploits ot the man in 
black. You know, 'because the lady loves Milk 
Tray'. I don't think they believed us either," 

Whatever the outcome of these heroic marketing 
attempts, and whatever the game is finally called 
(Rybok is very much a working title) McCubbin is 
determined lo pay homage to the original idea and somehow fit his 
favourite footwear in; "They may not be Reeboks, bui somewhere 
there will definitely be trainers." 

LIKE THIS, THE NEW * 
ELDRITCH THE CAT 
LOCO, all of the art- 
work and packaging 
for Rybok witl be 
designed by the 
team's idol, artist 
Tim White. At pre- 
sent, McCubbin and 
Company are try ing 
to persuade him to 
use a computer to 
aid his designs and 
have knocked up a 
computerised ver- 
sion of the logo just 
SO thay could 

demonstrate how easy it would be to change the colours on the design. 
White was impressed, but not convinced- 



STOP 
PRESS! 

Just as we 
were 
about to 
put this 
page to 
bed 

Eldritch 
told us 
that they 
had finally- 
come up 
with a new 
name for 
Rybok, 
which is: 
Under 
Pressure. 


ONCE YOU'VE NABBED ALL THE RELEVANT PARTS, your hero, equipped with 
giant helmet, robotic tegs and metal arms, looks something like this. 
Straightforward control of this technical monstrosity is a priority for The 
Cat; needing to learn an instruction book full of complex movements just 
doesn't appeal. McCubbin explains: J 'The more moves you have, the more 
confusing it gets, I just don't Mice the sort of game where you've got to 
point the joystick up to the left and waggle a bit. You usually end up per- 
forming some move you really don't want to do, like leaping around when 
you want to deliver a punch." 




' ' ill — 




GRAPHICS 

"Rybok is going to be o graphics showcase/ 
declares Steve WetherilL And with five graphic 
artists (martin Calvert, Jimmy Savage, Mike 
Williams, Andy Jones and Dove Price} chipping in, 
they should definitely have enough material For 
its first co-publishing venture Eldritch has total 
control over all the graphics, so there'll be giant 
wolves and killer dogs, plus stylistic tributes to the 
company's favourite artists, Rodney Matthews, 
Roger Dean and Tim White. "In a beat 'em up it's 
good to beat the hell out of things that jump at 

JtOn" McCubbin claims. The finished baddies will 
eap out dramatically and backspin when you hit 
them, though exactly how hasn't been established 
yet. "The main thing/' explains Calvert, "is to get 
away from the punks with the Mohicans. How 
many times have you beaten up one of those?" 
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Jacket 


Win an Authentic Flying 
let in This Great MicroPi 


rose 


Competition 


H AVE YOU ALWAYS FANCIED YOURSELF as a 
pilot, but couldn't afford the lessons? Or maybe 
you're afraid of heights,,, or could it be that your 
eyesight let you down? 
Whatever your reason tar not being up there m the 
clouds with the Topped of Top Guns, MicroPros© is happy 
to offer you the chance to strike the right poses by ottering 
an authentic leather flying jacket to the winner of this 
easy-fo-enter competition. 

And why is the Tetbury-bosed simulation specialist 
willing to stump up such an awesome aviation □ I 
giveaway? Because of the imminent release of F- 15 Strike 
Eagh li - that's why! 

F-15 H's simulation of high-speed combat is so realistic 
that you'll almost feel the 'G's, so what better way to put 
the finishing touches to the atmosphere thon be getting 
kitted out in a genuine leather flying jacket before booting 
up for anotherblast. . . 

And what do you have to do to get your sleeves into this 
hide? Simple. Just use your skill and judgement to filter 
out the correct answers to the teasers opposite. When you 
think you've got them right, just pop the answers on the 
back of a postcard (or on a sealed envelope) and send it 
to: Lovely Leather, The One, EMAP Images, Priory Court, 
30-32 Farringdon Lane, London EC 1 R 3AU. 
The competition closes by last post on May 9th 1991, so 
get those entries in. Oh, and by the way, don't forget to 
state your size (so that we know which jacket to get for 
you, of course I), 



THE SMALL PRINT 

THc oditor's deci*ion ft final .and » camspgndawBiwI be **f«J into, vanner*™! b* 
pabfaUd in a hfurc of Tfa On*. E^pfe^ of EMAP «" M™*** Land W Er*ndi 
or relation*) may not No cot*i atamctfv* wiS be oHwvJ m ptace ct tti* prize. 


BE ONE OF THE LADS in your very own leather flying jacket (not 
necessarily exactly like one of those though), 

1 , Which of these is a famous MicroPros** flight simulator? 

■a) Rainbow Islands 

b) S-FA Interdictor 
cf Gunship 

2, Who is MkroProse's all-action, high-flying 'friend of trie 
Pentagon' bass? 

a) Tom 'Silly' Cruise 
b} Wild' Bill Stedey 

c) Crazy 'Dave' Gruisin 

3, Which legendary Hollywood character is famous for his 
leather jacket? 

a) Indiana Jones 

b) John Rambo 

c) Pee Wee Herman 


FLAMES OF FREEDOM 



TOTAL FREEDOM 



o 



Flames of Freedom, the new blockbuster 
from the creators of Midwinter, offers you 
total freedom. Freedom of choice, Freedom 
of action, Freedom of movement. 


Dogfight with opponents over 
villages for command of the skies, 
or attack ground targets which 
serve the enemy's cause. 



Night time sequences afford 
excellent cover for secret movement 
and actions, illuminated by the glare 
of your jeep's headlights. 




The playing area of three million 
cubic miles is not restricted solely to 
areas above ground. You have full 
freedom of movement underwater, 
and three types of 'submarine 1 in 
which to achieve it. 


Screen shots shown are taken from the Atari 
ST versions. Actual sceens may vary by 
format 



)- 


Seek out and destroy enemy 
shipping units, condemning them to 
a watery grave on the sea bed, from 
where the ocean s surface is clearly 
visible above. 

TOTAL FREEDOM- FROM RAlte 


(1 ,000 miles long X 1 ,000 miles wide X 1 5,000 feet high.) + ( 4,000 characters X 22 modes [ t 


A three dimensional environment packed 
with action, adventure and strategy. 

n Entering it is easy breaking free is 

what's hard ! 



constantly moving fractal points, 
causing you to bob up and down as 
you swim or sail across it. 


«]>BIRD MASTERS OF STRATEGY 



A million square miles of accurately 
mapped 3-D terrain, generated by 
fractal techniques, and fully light 
sourced throughout, provides a 
playing arena far superior to even 
its predecessor, Midwinter I. 



Fly the skies above the forty-one 
islands by helicopter, zeppelin, 
parachute, rocket pack, or, as seen 
here, biplane and balloon, all 
offering superb views of the land 
and of the other aircraft. 



The enemy have a vast array for 
firepower aimed at you, on land, in 
the air, and across the sea, and 
react quickly and intelligently to 
your actions. 


Flames of Freedom will be available 
shortly for your Commodore Amiga, 
Atari ST and IBM PC compatibles. 


Jes tf transprt X 1,000s of buildings) = 3,000,000 cubic miles of Action, Adventure and Strategy. 


Gremlin Graphics Software Ltd., 
Carver house, 2-4 Carver Street 
Sheffield SI 4FS 
Tel: (0742)75342} 


Screen ih&ts rmm Amig* *oi*lon 


EferoQiKSt W> Milton Uratlky l td 


Available On; 
Amiga * Atari ST/STE • 
Spectrum, Amstrad and 
C64 cassette & disk 

(PC VERSION AVAILABLE SUMMER 91) 
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WHAT'S TICKLING 
THE TEAM? 

The One team have been 
having a whale of a time this 
month, what with splitting the 
magazine into two and getting 
used to all the amazing new 
Desk Top Publishing technology 

that's now used to put the 
magazine together. But despite 
rushing around like blue-arsed 
flies we've all still managed to 
get some time in or our favourite 
games. Here's what tickled our 
fingers this month. 

CIARAN BRENNAN 

Ciaran's been off practising his 
skiing in Andorra this month (how 
come, when everyone else has 
been working so hard?). He 
found the Sega Game Gear 
excellent in -flight entertainment 
on the way over, with both Super 
Monaco G.P. and Columns 
getting a good look in. 

GARETH JONES 

Gareth has been indulging his 
passion for frequent games of 
Kick Off 2- and losing as usual. 

Consolation has come in the 
form of a brand new Macintosh 
computer for him to play with. 

He's already discovered that 
Crystal Quest on that machine is 

a perfect way to improve his 
mouse technique! 

LAURENCE SCOTFORD 

Laurence has remembered why 
it was he liked Cadaver so much, 

and is currently burning the 
midnight oil trying to get his head 
round Cadaver - The Pay Off, as 
well as rediscovering the deliphts 
of Lemmings. He's also having 
fun with a new Macintosh and a 
PD version of Backgammon. 

PAUL PRESLEY 

Sporting Paul has been sweating 
it out with Jahangir Khans World 
Championship Squash. He's also 
had cause to celebrate because 
he's finally managed to complete 
The Secret Of Monkey Island. 

JULIAN WATSHAM 

New kid on the block Jools is 
already a firm fan of that corny 
caveman Chuck Rock, and going 
back even further in time to re- 
sample the wonders of Xenon !!. 
Back in the present he's been 
keeping himself happy on the 
long train journeys into work with 

Gargoyle 's Quest on the 
Gameboy, and then proving his 
prowess with The Kilting Game 
Show once he's got here. 


THE ONE 


Rev 


This is an exciting moment for lovers 
of Amiga games, because for first 
time ever The One is bringing you 
21 pages of stunning reviews exclusively 
for your machine. But we've not 
abandoned the traditional style that you're 
familiar with. Following our reviewers" 
comments, the games are left to speak for 
themselves. Relevant screens hots 
illustrate the game's features, while the 
ratings, price, and release date are 
encapsulated in an easy-to-digest form. 
What more could you possibly ask for? 

PRICE £24.99 1 
OUT Now 
GRAPHICS 78%| 
SOUND 74%; 
PAYABILITY 75% 
VALUE 60% 


68 F- 15 STRIKE 
EAGLE II 

MicroProse 

74 SKULL AND 

CROSSBONES 

Domark 


-J- 



OVERALL 

70% 


GRAPHICS 

Not necessarily a 
measure of haw 
colourful or well 
drawn they are. 

but how welt they 
are used 

SOUNDS 

Once again, this 
isn't a reflection of 
quantity, or indeed 
quality, but of how 
well It fits in. 

PLAYABILITY 

The big one -how 
does the game 
feel ■ addictive or 
just uninteresting? 

VALUE 

Essentially a 
reflection of lasting 
interest - how 
much game you 
get for your cash. 

OVERALL 

A useful point of 
reference - a 
summary of the 
preceding ratings. 


PGA Tour Golf. 



- The Pay Off. 



F 15 Strike Eagle II. 

77 'NAM 

Domark 

80 PGA TOUR 
GOLF 

Electronic Arts 

82 DAS BOOT 

Mindscape 


If 86 CHUCK ROCK 

Core Design 

89 JAHANGIR KHAN'S WORLD 
CHAMPIONSHIP SQUASH 

Krisalis 



92 CADAVER - THE PAY OFF 
Renegade 

'J jM 95 VIZ 
f-rZM^r* Virgin Games 
* I tfmM 

iSiSTifl 101 DEMONIAK 


Vs 


Palace 


\ 1 102 crystals of 
^^Jarborea 
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F - 1 5 

Strike 
Eagle II 

Micro Prose 
PRICE 

£29.99 

OUT 

JUNE 

GRAPHICS 


50UN1 


PLAYABILITY 


~ THE ONE 

The facts: the design brief of the F-1 5 series has 
changed during its lifetime, It began in the mid 
1960s as an ultra-fast air superiority fighter, but 
the latest model - the F-15E Strike Eagle, featured in 
this game - has been vastly enhanced by the addition 
of ground attack capabilities. In addition to a 20mm 
cannon, it's equipped with a sophisticated zoom 
laser-target-tracking system and a huge array of air- 
to-air and air-to-ground weaponry. 

MicroProse has attempted to translate this military 
masterpiece grommet for grommet. The simulation 
features six mission scenarios: the PCs original 
quartet of Libya, the Persian Gulf, Vietnam and the 
Middle East; plus two extra terrains, the North Cape 
and Central Europe. Medals and promotion are the 
rewards for particularly successful flying feats, and 
coffins are provided in case of failure. 
The package incorporates a typically encyclopaedic 
manual, maps of all six scenarios and a single-sheet 
control guide - although not a keyboard overlay. 


MAY 1991 



I IB I Ml Ml JlH' r^PH 

WHEN FLYING IN ROOKIE MODE, the mission begins with 
your F-l 5 already airborne - and providing you're not 
too badly damaged, the plane lands automatically. It's a 
good idea to come out shooting, because there are 
usually a few enemy planes right in front of you. 



STRIKE EAGLE II 



REVIEW 


THIS IS THE REVERSE TACTICAL VIEW, looking from 41k target towards the 
h -15. It simply ihows you how things look from whatpupr is currently 
target* e-d by your target tracking box, and lets you experience the thrill 
(!) of being blown up, the opposite of this is the Tactical View, which 
shows the action looking from your fighter towards the target: this Is 
particularly useful in dogfights. 



BOMBS A WAV! Attacking the primary target is 
objective numero una, although you can take out other 
enemy installations along the way for extra machismo 
rating. However you can't even think about going 
home until you've achieved the primary objective, so 
it's wise to make sure you've got target lock (oval on 
the HUD) and then wait for the oval to change colour, 
indicating a 'high-accuracy firing solution'. 

THIS IS JUST ONE of the 
external views possible, as 
the aircraft performs hair- 
raising manoeuvres above 
the carrier. One pleading 
display to sample in Rookie 
mode is sitting at the 
airbase or aircraft carrier 
and watching your own 
aircraft come in for a perfect 
touchdown. Don't fiddle 
around with the visual 
effects too much, though - 
the enemy is nothing if not 
persistent and he has 
absolutely no qualms about 
following you all the way 
home- 


■t-t ma* it tn~ta 




ACTIVATE DIRECTOR MODE to 
view all of the neatest views 
at the most appropriate 
times- For example, when a 
fighter scrambles to 
intercept you the director 
automatically cuts to the 
airfield to Show the fighter 
taking off; and when a SAM 
station shoots at you the 
view switches suddenly to 
the radar base to show the 
missile arcing into the sky. 
It's pretty impressive stuff 
and a novel feature, but an 
insufferable nuisance when 
you're busy dogfighting. 


THERE'S PRECIOUS LITTLE 
MESSING with pre-flight 
setup screens. Select your 
difficulty level, choose your 
theatre and away you go. 
That's it, there's no time 
wasted in kitting: the plane 
Out as your armaments are 
always the same: Mavericks 
for the ground targets, 
short-range Sidewinders and 
medium-range Amraams for 
a ir-to-a ir combat. 


JiJu Y ]J 



THERE HAVE BEEN MANY 
games since Super Sprint, but 
one oF the best variants lo 
appear in the arcades for some time 
is Indy Heat. Now, thanks to the 
folks at Storm, you can experience 
all the multi-player thrills lor 
yourself. 

Indy Heat is a fast-paced look at 
the Indianapolis 500 (last seen in 
Tom Cruise's Days Qf Thunder) and 
our cover demo allows up to three 
people to take part in one of the 
season's many races. To offer some 
helpful advice before each race is 
Danny Sullivan (Who's Danny" 
Sullivan? Beats us, but if he knows 
enough about racing to offer advice, 
you'd be well advised to pay 
attention). He'll let you know what 
kind of track to expect, how best to 
handle the other cars and what kind 
of equipment you should buy. 


INSTRUCTIONS 



From the tide screen, press fire to start playing. On the pits, 
screen, first enter your name, then select your driver's face and 
then purchase some equipment, Highlight each item for a brief 
description of what they do but if you just want to get into the 
race, choose Danny's Choice and he'll buy what he considers to 
be the best choices. 

Once all the players hove selected Start Race or the time limit has 
expired, me race mil begin. To control your car: 

Push up to accelerate 
Pull down to brake 

Push left to rotate your car anti-clockwise 
Push right to rotate your car clockwise 
Push fire to use your turbos 

For player three the keyboard commands are: 

Right Shift -Fire 
Up Arrow - Up 
Down Arrow - Down 
left Arrow - left 
Right Arrow - Right 


LETS SEE Tom Cruise win 
is one, indy Heat 
V ' v - brings you ail the thrifts 
> of multi-car pile-ups, 
j] without the danger of 
injury! 



mXHi ONLY THE BEST drivers 
NiL, manage to get their 
hands on the lovely,., 
ahem,,, trophy* 


LOADING 

The first step in any good 
loading sequence is to turn on 
your Amiga and insert your 
disk. The second step is where 
things get tricky. Pressing 'V 
from the menu screen will load 
Indy Heat while '7 loads 
Fuzzball. Tricky I know, but 
you'll get the hang of it with 
some practice. 

DISK 
TROUBLES 

In the unlikely event mat you 
are unable to load your cover 
disk or you believe that your 

disk is raulty.. please send it 
along with a stamped 

addressed envelope to the 
value of 28p to: The One For 

Amiga Games Cover Disk 

Returns, PC Wise, Unit 3, 
Merthyr Industrial Pork, 
Pebtrebach, Merthyr Tydfil, 
Mid Glamorgan, CF48 4DR 
Alternatively,, call the PC Wise 
helpline (0443 693233) for 
urgent problems (such as your 
disk being kidnapped or the 
outbreak of World War III). 

Remember, this helpline is 
ONLY available between the 
hours of 1 0. 30- 1 2. 30 during 
weekdays. 



1 . Whilst The One mokes every 
effort to check cover disks for all 

known viruses, we can accept 
no responsibility for possible 
damage caused by viruses 
which may have escaped our 
attention. 

2. The One and its retailers are 
not liable for any unnotified 

change b the content of cover 
mounted disks which may 
occur. 
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EACH MISSION FEATURES two ground targets - primary and secondary - 
and erf course, the area is bristling with MiGs and ground-based 
opponents who want to claim you as a priie. 





SEEN FROM THE SIDE, or indeed 
from any other angle, the F-15 is a 
big brute- Supersonic, super 
manoeuvrable and packing a super- 
hard punch. H doesn't half shift 
when you hit the afterburners - and 
quick escape is often the better part 
of valour in sticky situations. 


THE TOUCHER THE 
MISSION and the 
more targets you 
destroy, the more 
points you score. 
The more points you 
score, the more 
medals you get and 
the quicker you get 
promoted. If you 
crash you die, and if 
your fighter is hit 
too many times 

crashing becomes inevitable. You can even be killed In 
the ejection process, if the plane is inverted or if you're 
too dose to the ground when you punch the button. 
Worst of all though, if you bail out too many times (and" 
waste a lot of expensive hardware in the process) you'll 
find that there are worse things than dying, as your 
character is assigned to a desk job - the shame! 

If you think that there are 
already enough mission- based 
combat flight simulations from 
Micro Prose, think ago in. The 
most obvious parallel you can 
draw Is with F- 1 9 Stealth 
Fighter - released last year - 
but the differences fire quite 
marked; where F-19 was a 
combination of strategy and 
fighting, F-l 5 is almost 
entirely biased towards 
combat. It would be wrong however, 
to assume that as a result it's 
virtually an arcade game: as soon as 
you get into any form of conflict, 
you realise just how accurate tend 
tough] a simulation it can be. The 
multiple difficulty levels mean that It 
fs as friendly towards beginners as 
It ts hostile to experts, Hot eaty this, 
but there are six terrains to choose 
from, each packed with a host of 
targets requiring a range of skills to 
eliminate. The presentation and 
selection screens have been 
abridged to suit the more 
instantaneous nature of the action - 
all you basically have to do is select 
a name, a difficulty level and a 
mission scenario, and you're off! 
This may be a disappointment to 
serious enthusiasts, but it's ideal for 
anyone who wants to get directly 
into the action* The graphics system 
is an enhanced version of that used 
in F-l 9, and the result is some of 
the smoothest 3D routines you're 
likely to find in any flight game. 
Couple this with a cluster of 
excellent samples and realistic 
sound effects, and you've got yet 
another highly polished and very 
playable simulation. Don't miss it* 


Brian Nesbitt 



The island of Alcatraz stands empty and discarded - a relic of the past. But as night 
settles, the ruins of the old prison comes to life. In an ironic twist of fate, Alcatraz is 
now the hide out of an evil drugs cartel, led by Miguel Tardiez, its cruel and callous 
chief. As a crack commando you are about to undertake the most - perilous and 
daring mission ever. Vour task - penetrate the island of Alcatraz and capture 
Tardiez. If you fail the State Department will simply deny any knowledge of four 
existence. There's no such thing as a dead hero. 



I — 1 Four levels of 

difficulty will help 
you to learn quickly 
I -and optional 
autopilot landings 
will allow yau to 
^^^^^B concentrate on 
gjg fr _ a rborne action, The 

controls are simple, 

I ' 1 effective, arid easy 

to remember. It is a great flight sim for beginners and 
experts alike. 

p — 1 Fly mi 55 ons in any 

of Six real world 
arenas fiom the 
Persian Gutf lo 

^^Kffjjpba^i.^ , mmMMHSv^ F lj rope to t nc 

H|taj|^' , ^ifc r ' Wicd'c East and 

■-,-■•.=•! i| ■ ' 

E^^^B North Africa, giving 

area of nearly half a million square miles. 

Each area contains hundreds of missions and each mission 

will differ depending on your chosen lactics. even if you fly ii 


■ An amazing ten 
viewpoints give you 
the opportunity to 
I view the fast flowing 
3-D environment 
from virtually 
anywhere around 
your plane - and a 
unique "Director" 
— ' option can be used 

to automatically change ihe view for you, so that you're 
always looking right at the centre of Ihe action. 

t he newest smart 
^^^^^VJ^^H weaponry and laser- 
j^^^ttffl guided armaments 


attack being thrown at you. 


are primed for 
I launch - it's your job 
M to make sure that 
you 1 re in the right 
I place at the right 
L time, and avoiding 
the constant enemy 


. ■ ■ 1 Enerry pilots and 

\ missile crews act 

and react 

I * intelligently and 

^^^^^d "0 ^^^^^a quickly. Success 

_ . .. ■+ depends on making 

^r^tfy*^ and making them 

t fast. F1 5 Strike 

B, J Eagle II puts you in 

the hottest seat ol ihem all - Take a look for yourseH, 



F15 Strike Eagle II follows F19 and Gunship into the front line. The latest and git 


AIR SUPERIORITY 




The F1 5 Strike Eagle is the latest in a 
long tine of F15 Eagles, whose 
development began in the mid '60s, 
Originally conceived as an ultra- 
powerful, ultra-fast air-superiority fighter, 
the design has developed into an air- 
superiority fighter with ground-attack 
capabilities. 

The F15 Strike Eagle is one of the 
fastest, most manoeuvrable, and most 
powerful military aircraft in the world, it 
has the capacity to carry the latest air- 
to-air and air-to-ground armament in 
addition to its 20mm cannon. 

The latest version of the Strike Eagle is 
equipped with a sophisticated zoom 

ft 

FLIFVTV/Laser target tracking system 
that allows the pilot to see close up 
views (either TV or thermal) of the target 
at all times. 




croProse will s 
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SKULL AND 
CR055B0NES 

Do mark 
PRICE 

£24.99 


OUT 




A 


hoy me hearties! One-Eye's the name and 
slash in r s the game. Come aboard the Jolly Roger 
and see for yourself (ar-harr, shiver me timbers, 

etc)! 

As" you've probably guessed, Skutf And Crossbows is 
all about pirates, in particular a gruesome twosome 
known as One Eye and Red Dog. These sinister salts 
are on a voyage of discovery, battling their way 
through eight levels of sword-fighting, spitting into 
buckets and walking the planl?^ 


PLAY ABILITY 



OUR TALE BEGINS ONBOARD THE MERCHANT 
SHIP, The Jolly Roger, admist cries of 'pieces of 
eight' and J yo ho W. Silence the wretches by 
slashing your way across deck.,, before being 
whisked away by an evil sorcerer. Oh, forget 
about that treasure - the scurvy dog takes it all. 





f 


THE SORCERER'S CASTLE is home to a glittering 
crown, guarded by a horde of evil pirates. To 
help him out One Eye has to use all of his 
acrobatic skills (rope climbing for instance), 
Good thing he remembered to rub his hands in 
anti-friction cream before starting. 




THE NINJAS ATTACK WITH THE SPEED OR- well, 
ninjas. If you don't chop them, you'll end up as 
chop suey. As if you hadn't guessed, this level is 
full of those quick-footed martial artists, whose 
strength lies in great agility. A bit of brawn and 
mental dexterity should see you through. 



REVIEW 



On their way, they encounter ail manner of demons 
and dastardSr including pirate ships, castles, 
enchanted caves and mythical islands, with pirates 
and ninjasH) to kill wenches to save, and treasure to 
collect along the way. Treasure is particularly 
important: ertra dosh means an increase in your 
fighting prowess, which means your foes wil l be 
swabbing the deck al the sooner. 


VP $ A $ t 



THE BEST WAY 
TO DEAL VWfTH 
PIRATES IS TO 
KILL THEM. Their 
death usually 
< tftvrtrds you 
with a piece of 
gold which, in 
turn, improves 
your fighting 
power no end. 




THE. MANY INTERMISSION 
SCREENS fill you in on the 
background details. This 
scene features One Eye 
arid Red Dog behaving in 
an ungentlcmanly manner 
and attempting to raid an 
innocent merchant ship. 
This is no game for wimps. 


WHEN YOU 
SEE A 
MYSTICAL 
CROSS, it's a 
good idea to 
walk over it 
and press 
fire,,. 


THIS IS A SLIGHT DEVIATION from 
the usual beat 'em up fare, and it 
gives the genre a couple of 
unusual twists. The graphics are 
unfussy, but convey the action 
well enough and r together with a 
brace of catchy tunes, they help 
create the perfect pirate 
atmosphere - it's not long before 
you're muttering 'scurvy land- 
lubbers' and 'yellow-backed dogs' 
under your breath. The two- 
player option is a bonus: it not only 
makes life a bit easier (particularly if 
you're playing with an expert), but it's 
also a lot more fun, since you've got the 
added element of fighting over who 
gets the extra energy and money, ft's 
not the greatest or most polished beat 
'em up in existence, but it's a good 
enough game to keep you entertained 
for a while, particularly when the blood 
begins to fly... 


Julian Watsham 


Psy gnosis end their Molecule Madness 

Against the clock, you use your chemical tendencies to build molecules out of atoms 
provided. 

And don't be surprised if the very atom you don't need will be the one you're given to 
use next . . . Pray for a joker Atom! 

If you don't look like a mad scientist now, you will by the time you've tackled ATOMINO! 
Hp crticf fttOftt! Screen Shots from the Amiga Version 

PSYGNOSIS, FREEPQST, LIVERPOOL L3 3AB, LIMITED KINGDOM 
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| HE COMMUNJSTS HAVE 
LAUNCHED a two-pronged 
assault on South Vietnam: 
using North Vietnamese regulars 
and Viet Cong guerillas to infiltrate 
enemy territory, while their agents 
plant the seeds of popular 
rebellion in the minds of the South 
Vietnamese. 

That in a nutshell, is the problem 
facing you at the beginning of this 
simulation of military and political 
strategy in South East Asia in the 
decade beginning 1965, 

The program incorporates two 
distinct styles of play, allowing the 
player to either step straight into 
the shoes of Presidents Johnson or 
Nixon, or to jump head-first into 
the thick of three battle scenarios. 
Use your imagi nation to rustle up a 
little reds under the bed' paranoia 
and you could almost be there. 

The game's also split into two 
other categories: long and short, 
Choose a long game and you find 
yourself in the Oval Office in either 
1964 (Johnson) or 196$ (Nixon). As 
guardian of the 
free world, it is 
ynur burden to 
plan a successful 
military 
campaign and 
quash the 
communist 
millions 

infiltrating South 
Vietnam [and by 
extension the 
world). Not only 

this, you also have to conduct the 
war in a way that keeps the decent 
folks of America content: this 
basically means that you have to 
carefully control the level of 
commitment to South Vietnam, 
both military and economic. 

The shorter version of the game 
allows you to relive (via icons and a 
map display) the three major 
campaigns of the war: the Tet 
Offensive, the defence of the Khe 




THIS IS WHERE the buck stops and decisions start. As President and 
Commander-in-Chief of the US armed forces, it's your job to oversee the 
course of the war. The opposing poles of public opinion and military 
support are represented by the newspaper on the left - not always a 
reliable source of information, but an excellent guide to your election 
chances - and the pile of reports on the right 


It; 1*1973 



Sanh plateau and the 1975 
Offensive. You can, of course, 
interfere and perform 'what if 
operations if you want to. 

This performs a dual function, 
allowing you to get used to the 
tactical military aspects of the 
action before tackling the long 
version, or working as a game in 
its own right for those who can't 
take either the politics or the 
extended game duration. 




N I- W YORK TIMES 


ONE OF THE 
GAME'S BEST 
TOUCHES is its 
news pa per-sty le 
gauge of public 
opinion. What 
the man on the 
Cincinnati 
Omnibus thinks 
about you is 
crucial to your 
success or 
failure, and the 
broadsheets 
both reflect and 
shape his 
opinions. 
Examining the 
papers won't 
tell you much 
that you don ' t 

already know - they're mainly packed with leaked details of the units 
you've deployed - but it will give you a clue as to whether or not you're 
over-committing troops and will soon tell you if the war is unpopular at 
homeCtroops screen] 



THE SEEDS OF BATTLE 

WHEN THE FIRST AMERICAN TROOPS 
set foot in Vietnam it was the 
country's third armed occupation in 
100 years. 

Vietnam had first been conquered 
by the French in 1 B5B and then 
occupied by Japan during the 
Second World War. 

The bitter fighting which subsequently broke out 
in late 1945 between the Japanese and French- 
supported regime of Bo Dai and the communist 
Viet minh (independence] League led by Ho Chi Minh 
culminated in the 1954 Geneva Conference. A 
compromise solution was f mind to the country's 
difficulties. 

A line was drawn along the 17th parallel latitude 
line and the nation divided in two: communist North 
Vietnam with its capital at Hanoi and pro-western 
South Vietnam with its capital at Saigon. This 
compromise gave birth to 20 years of conflict. 

in the south, the communist Viet Cong,, supported 
by China and North Vietnam., attempted to seize 
power. In line with America's strong anti -communist 
jgtt^&Mt . views, the early "60s saw 

President Kennedy beginning 
to send advisors and special 
forces to support the South 
Vietnamese. 

then in 1964, North 
Vietnamese torpedo boats 
allegedly attacked two 
American destroyers. Congress 
granted President Johnson 
emergency war powers, and he 
sent in the first regular troops. 

The rest as they say, is 
history. 
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OFFICIAL GOVERN ME NT REPORTS form the crux of your decision making, 
Files repeal detailed maps, allow you to commission financial or military 
aid for South Vietnam, commit or withdraw troops commit reserve forces 
and air support to the war, or examine your cur rant status. If you commit 
troops you're presented with this screen, detailing the individual units 
available. Sensible military strategists initially aim to contain the 
communist advance, which means a couple of units deployed in each Of 
the four Corps areas on the map. For extra mobility and strength, some 
units can be air-mobilised, giving them helicopter capability. 

SHOULD YOU WANT A LITTLE 
HELP with decision making, 
the President's helpers are on 
hand to dish out advice. The 
PR representative and the 
Chairman of the Joint Chiefs 
of Staff are just a visual 
representation of what you 
read in the newspapers: if you 
can afford to throw more men 
into the theatre of operations 
and public opinion can stand 
H, you' re laughing. If not it's 
time to kiss goodbye to high 
office- 


THE MAIN MAP 
SCREEN reveals 
much of South 
East Asia, 
including the 
whole of South 
Vietnam - It also 
shows the 
relative 
positions of the 
four Corps 
spread out 
along the 
Eastern 
coastline. 



VICTORY! 




ACHIEVE VICTORY and you could 
change the course of American 
cinema. All the films from 
Apocalypse Now to Platoon will be 
stories of glory, veterans will come 
home hailed as heroes and 
president Nixon might just survive 
Watergate. 


EACH OF THE CORPS AREAS can be 
accessed to reveal a detailed 
battlefield plan. It might look 
complex, but understanding this 
section soon becomes second 
nature. Information on each unit is 
gleaned by simply clicking on the 
kons- 


A SUMMARY 
REPORT displays 
your current 
status- The top 
graph is the most 
difficult m Which 
to achieve success: 
the level of 
commitment is 
usually inversely 
proportional to 
popularity. Step up 

troop deployment without planning for military gains 
and you'll be as popular as a killjoy at a comedy 
convention. The lower graph shows military success in 
terms of Americans killed against Vietnamese losses. A 
good pacification percentage means that more South 
Vietnamese favour the American cause, 

THE STRATEGY FAN who craves a 
smattering of arcade sequences to 
balance their tactical manoeuvres 
is going to be disappointed here. 
This is a shame, as once you're 
accustomed to the erudite style of 
the action, it's a lot of fun just 
messing about with the history. 
This is the major appeal: because 
it's been such a well-publicised 
war you can't resist the 
temptation to shape its events in 
your own way, often at odds with 
what actually happened. This sense of 
remaking history could have been 
enhanced had the presentation been 
better; there are too few still graphics 
screens and not enough variety in the 
battle animations to evoke the 
atmosphere of the period successfully. 
Nor is this helped by the disk handling: 
every command you execute results in 
disk accessing and occasional disk 
swapping, and the buffer on commands 
is long enough to prove irksome. Apart 
from these minor drawbacks, 'A/am is 
beautifully executed: what there is of 
the presentation graphics is excellent 
and the (sparse) sound effects are good 
enough to enhance your enjoyment 
without detracting f rom the action. A 
nice touch is the appearance of variety 
cleverly worked into the newspaper 
reports: the stories are written in a 
similar way, but the political platitudes 
and trite phrases are slightly changed. 
This is true of the game as a whole; it 
looks quite simple, but there are 
subtleties which don't become apparent 
until you're welt into a campaign - your 
ability to balance fickle public opinion 
with commitment to the war is sorely 
tried. It's a challenge that anyone with 
an interest in strategy or the 
manipulation of history should take up. 


Gordon Houghton 


IAHANGIR KHAN 

Watld Champtonihip 



JLV1 l i 



JAHANG1R KHAN, the World's number one Squash Player, 
now brought to the small screen by Krisalis Software. 



The game f ear u res two srand 
alone simuiorions, Club Level 
which is officially endorsed by 
the Squash Roc hers 
Association, this allows rhe 
ployer ro compere in 
5quashClub Competitions, j 
using menus which include 9\ 
an eighr rung league \ 
ladder containing forty 
players, ball speed ^- * • ^% 
conrrol using spot \ 
colour oprion. 


March length one. Three or 
five games, play by new or 
old rules and player srarisfics. 
World Championship, rhe 
game simulares all rhe 
exciremenr and Tension of 
the 32 seed World 
Championship Knockout 
i comperirion. 

L Play one on one two player 
\ oprion. or head ro head 
ogainsr rhe com purer, 



AVAILABLE FOR; 

IBM PC 6 COMPAT IDLES. 
AMIGA 6 ATARI ST 

£25.54 

SPtaRUM.COM 64 
AMSTRAD CPC. 

£11.23 £15.31 

CASSETTE DISC 


COMING SOON 

ACORN ARCHI.MFDES 

£25.54 




Krisalis Software Ltd, Teque House, Maions Yard, Downs Row, Moorgate Rothfcrhdm, 5&D 2HD 
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reel back in shock and 
amazement as this 
month we... reveal a 
brand new platform 
romp from the 
creators of The Blues 

Brothers, 

SIB.HR take a Iook 

Sensible 



Software's imminent 
releases, take a trip in 
a Jaguar XJ220 with 

Gremlin, 
and 

bombard 
the 

opposition with the 
help of Electronic 
Arts. Plus all the usual 
Chart news and 
recommended games*. ♦ 




AND MUCH, MUCH MURE. 


RAISING RAMPARTS 

KEEPING FIERCE BARBARIANS at bay is the 
name of the game in Castles from Interplay 
and Electronic Arts. 

This blend of medieval SimCity style simulation 
and fantasy role-playing adventure is currently 
being converted from the bese-selling IBM PC 
version. The goal is to build huge castles and 
armies in order to defeat enemy invaders and 
magical dragons that populate the nearby land. 

A spokesman for Electronic Arts has suggested 
that the game play in Castles has been improved 
and expanded following criticisms concerning a 
lack of depth in the original. Hopefully, there 
should be more challenging scenarios to test those 
castle construction skills of yours. 

Interplay is best known for its work on the 
Bard's Talc and Battle Chess series. The company 
is also working closely with Paris-based Delphine 
Software in releasing Another World in the US and 
transferring this highly-regarded title over to the 
Nintendo Super NES video games console. 

HELP IS AT HAND 

EVER FOUND YOURSELF PERPLEXED by the 

puzzles in The Secret 

of Monkey Island or 
Woitdertand-7 Ttte 
Adventure Gamer's 
Manual (£12.95) 
from Sigma is here 
to help you out of 
sticky situations 
and provide 
general words of 
wisdom on the 
whole subject. 
Author Bob 
Redrup is 

apparently a \ _ 
Cornish ..... 
vicar and 
long- 
established 
games enthusiast 



WISH 
UPON A 
STAR 

PARASOL 
STARS, THE 
THIRD AND 
possibly final 
instalment of 
the engaging 
Bubble Robbie 
series, has 
finally arrived. 
Well, almost! 
Informed 
punters have 
been licking 
their lips in 
nervous 
anticipation of 
taming this 
original arcade 
game since its 
introduction 
on Japanese 
console 
systems some 
time ago. 
Parasol Stars 
actually comes 
from Taito, the 
veteran 
amusement 
concern which 
introduced 
Space 

Invaders, and 
with itv a video 
game 

revolution. So, 
how will 
Ocean surpass 
the quality of 
Bubble Bobble 
and Rainbow 
islands! All 
should be 
revealed m the 
next issuer 

NO 

ESCAPE 

ALCATRAZ, THE 
INFAMOUS 
PRISON 

situated in the 
bay of San 
Francisco, is 
the inspiration 
for a new 
game from 
nfogrames- 
In stead of 

trying to 

escape, 

players 
I must 
1 break into 
the jail 
V^y and deal 
with some 


dastardly 
terrorists 
f inside. In 
case you're 
wondering, 
this is the 
sequel to 
Hostages 
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PGA TOUR 
GOLF 

Electronic Arts 
PRICE 




PLAV ABILITY 


VALUE 



OVERALL 


LIKE EVERY GOOD HOUND of golf, 
this one starts in the Pro Shop. You 
unl actually buy anything here, 
but it does act as the front-end 
menu from which you tan choose to 
alter the options, start a practice 
round and so on. 


TWflffiHSW- 


EACH HOLE IS INITIALLY VIEWED on 
an optional ' fly-by", essentially a 
camera view of the hole which 
zooms past the green and around 
the bends before arriving at the 
tee. This is accompanied by a brief 
word of advice -from one of the 
PG A's top stars. 


THIS ELECTRONIC ARTS' 
GOLFING SIMULATION first 
made an appearance on the 
IBM way bad in July of last year. 
Since then, the sport has stormed 
onto our screens on Saturday 
mornings at one o'clock, just after 
the skiing and before the Indy 500 
racing. ... do you get the feeling that 
EA is trying to corner the Saturday 
morning TV sports market? 

Anyhow, back to the game. There 
are four courses here for the 
choosing, Sawgrass and Sterling 
Shores in Florida, PGA West in 
California and Avenel in Maryland, 
each with its own good and bad 
points (Sawgrass in particular is 
notorious for its 17th 'island' hole). 

Both tournament and practice 
rounds can be played, with the 
statistics for each player recorded 
for all time on disk. So what are you 
waiting for? Pick, up your clubs and 
get swinging. 


TEE ANYONE? 

Each Shot H 
affected by a 
number of 
factors: the 
wind the ball's 
lie and your 
own tendency 
to hook and 
slice have to be 
taken into 
consideration. 
The crosshair 
indicates the 
direction that 
you're aiming 
in, while the 
percentage bar 
at the bottom 
represents now 
much power 
you apply to 
each shot. 



t 1S9 yds. 


AS THE BALL 
SOARS OFF over 
the horizon, 
you'd think that 
finding ft again 
would be a little 
tricky. Not so, 
thanks to the 
unique 'reverse 
angle' view 


V 
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STRIKE A BALL 
MORE THAN 300 
yard*, hit the 
flag as you chip 
onto the green 
or perform 
some other 
spectacular 
shot and you're 
rewarded with 
an instant 
replay of your 
effort - just the 
thing for 
rubbing your 
friends' noses 
in It, 


BEFORE TAKING YOUR FIRST SWING, 
it's wise to get a taster of the hole 
from the overhead map, Bunkers 
(or sand traps as the Americans call 
them), roughs, trees and water are 
all displayed along with the 
distance and par. 



ARRIVAL AT THE GREEN signals the 
appearance of the isometric view 
of the putting surface. This shows 
what the state of the green is like 
in the form of bumps and hills. 



PUTTING TENDS TO WORK in the same way as normal strokes, except that 
the bair stays closer to the ground. This time the distance is measured in 
feet and the range of the putter can be anything from five to 120 feet 


IBM PC OWNERS have long been 
able to savour the delights of 
chipping their balls onto the 
green, lying in heavy rough and 
getting a double bogey. Now, 
thankfully, all of you Amiga 
caddies can earn yourselves a 
handicap too, thanks to a brilliant 
conversion. Not that there aren't a 
few flaws; the disk-accessing isn't 
as smooth as it could be, the 'fly- 
by' feature is more of a jerk-by 
and the isometric green view has the 
annoying habit of appearing when 
completely unnecessary (when you're 
four inches from the hole for example). 
All but the disk-accessing can be 
switched off though (to be called up 
manually when required), so nothing 
major is lost from the game play. And 
that's it for the gripes, everything else 
has retained the energy and play ability 
of the original PC version. The added 
sound effects - birds chirping in the 
trees, crowds 'oohhing' when you 
narrowly miss a putt and cheering 
wildly when you birdie a hole - just 
serve to emphasise how much attention 
has been paid to detail and lend further 
weight to the theory that PGA Tour Goff 
is the best golf game currently available. 


Paul Presley 
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DAS BOOT 

Three Sixty arid 
Mind scape 


PRICE 

£30.64 

OUT 

MOW 


GRAPHICS 


THE ONE 


MAY 1 99 1 


UNLIKE OTHER 
SIMULATORS, 
the external 
views are more 
than just pretty 
graphic*. The 
most efficient 
way of 
controlling your 
U-Boat comes 
from the 
outside views, 
allowing you to 
navigate mine 
fields, observe 
targets and 
spot incoming 
planes, There 
are two views, 
above water 
and... 




OVERALL 

91°/( 


o 


...underwater. The submerged 
viewpoint is necessary 
because, you may be surprised to 
learn, submarines travel 
below the surface. 



ONE OF THE 
MOST nerve- 
racking 
moments 
underwater is 
when 
your helmsman 
cries out, 
"Mines 
detected 1 ". 
Negotiating a 
minefield is a 
slow, tridty 
business, 
requiring 
constant 
course changes 
and travelling! 
at a snail's 
pace. 



THE HMS GRAPH - A BRITISH U-BOAT 

During October of 1941, tf»e allied naval forces made toe capture of a lifetime - the Gsrman U-boaf I tie 
U570 was one oF the most efficient and deadly submarine* invoked in World War II and ur*der normal 
circumstances would have been scuttled {destroyed] before Falling into enemy hands. Unlortunateiy, the U-boat 
commander didn't have a lot of say in the matter. 

While on a routine patrol, a British Hudson aircraft had spotted Hie submarine diving south ot Iceland. 
Having made a report, ihe aircraft again spotted it suHacing undemeolh it. The commander had tailed to check 
his periscope. In on instant the Hudson was dropping depth charges oil around it os the boat tried to dive lo 
safety. Luck was not on his side as detonations rang around the hull. 

The commander now only had twa choices, surface and surrender or continue diving. The latter ap/tmn 
was ruled oul due to instrumenl damage ■ he had no way of knowing how deep he was or where the sea bed 
was Desiroying any secret papers on board the commander surfaced and tried to scuffle Hw smp. However, 
ihe British patrol boats sent to kelp out the Hudson threatened to leave the men in the water if they tried lo 
destroy their prize catch , , . 

A year passed while the U-boat was ihoroughly researched by experts and engineers before it re-ent 
the war, now against it* former master*, as the HrrtS Graph, operating in the Bay af Biscay 


j 
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ermany, 1941 . A sleek brack submarine pulls 
away from the dock before slipping under the 
icy waters and making its way towards the 
Atlantic. Another of the feared U-Boats has entered 
World War |j with you at the helm... but wait a 
minute? You're on the wrong side, surely? 

If you hadn't guessed already, Das Boot puts you in 
charge of a German U-Boat, and if you can put up with 
this affront to British patriotism then you get to 
engage in various missions of destruction throuqhout 
World War II. 


ONE FORM OF 
"TOPSIDE' 
armament Is 
the deck gun. 
Despite being 
virtually 
useless against 
aircraft the 
destructive 
power makes it 
an ideal 
weapon against 
s hi pi, buildings 
and other large 
targets, 


THE ONE 


► 783 


REVIEW 






YOUR 
PRINCIPLE 
ENEMY comes 
from above. 
Combers are 
the biggest 
threat to a 
submarine r 
requiring you 
to submerge 
quickly or 
return fire with 
your anti- 
aircraft gun. 
Although heavy 
and rather 
unsteady, each 
round is 
capable of 
wiping out a 
plane. 


EACH MISSION 
REQUIRES you 
to be at a 
certain place at 
a certain time, 
so waypoints 
are plotted on 
the map to 
guide you in 
the right 
direction, 
avoiding areas 
of land and 
shallow water 
wherever 
possible. 



THE MOST FAMILIAR weapons on a submarine are the 
torpedoes. Firing them isn't as easy as pushing a 
button, remember, this is World War II - to het a target 
you have to calculate the enemy's distance, speed and 
direction, then hope he doesn't turn around. 



ORDERS FROM GERMAN Headquarters usually arrive in 
coded format to make life hard for any allied spies. To 
decode them you simply select one of the three codes 
until the message makes sense. 

THE DIFFERENCE between Das 
Boot and other submarine 
simulators is that it's easy to 
jump right in and start playing, 
thanks to the easy control 
method. Everything is laid out 
on the screen and it's all self- 
explanatory. Navigational 
controls are simple and the 
external views prove to be 
really useful when trying to 
steer along a narrow fjord or 
through a minefield. There is a 
slight problem with mines in 
that the collision detection between the 
submarine and the mine is slightly off - 
unfortunate, when you consider what's 
at stake. Even passing nearby will set it 
off - usually just when you think you're 
at a safe distance. And what's worse, if 
you leave the external view for a 
moment then return later, the mines 
appear to have moved into different 
positions. Other areas work perfectly, in 
particular the sending of coded 
transmissions is a nice touch and the all- 
action aircraft shooting is great fun. The 
most favourable compliment you can 
pay Das Boot is to say that it's got all 
the involvement of a submarine 
simulator combined with the payability 
of an arcade-style game, such as Carrier 
Command - it certainly conveys the 
same fee ring of overall control and 
involvement as the ageing Realtime 3D 
extravaganza. Make no mistake though, 
this is far more than just a 3D shoot 'em 
up; Das Boot is to submarine games 
what Bed Baron is to VUWl flight sims. 


Paul Presley 



$4% 


A NEW DIM 
SOCCER SM 

-GOLDEN JOYSTICK- 
GAME OF THE YEAR 

19 9 1 

- BLISTERING PACE 

- PIXEL PERFECT PASSING \ 

- SUPERB TACTICAL 
B GAMEPLAY 

KICK OFF 2 greatly enhance s the gameplay of KICK OFF. winner of the THE GAME OF -M' ™ ^ 
U.K. and similar awards right across Europe. A host of new features have been added to the ones that 
enthralled players the world over. 

■ Full size multi-directional scrolling pitch with the players, 
markings etc. In correct proportion. 

* 1 to 4 played option. (Amiga and ST only) 
- 2 players TEAM option against the computer or 2 other players. 

Hundreds of players each with a unique combination of 
attributes (stamina, pace, etc.) and skills (passing, shooting, 
tackling, etc.) 

* Instinctive Kick Off joystick controls to dribble, pass, shoot, 
head or chip the ball and do sliding tackles. 

* Set piece. FREE KICKS including dummies and the ability to dip 
the ball or bend the baft round a defensive wall 

* 9 types of comer kicks with full control of shot power. Long 
and short throw ins. 

* Team selection from a squad of 16 with substitution and a 
choice of tactics. 

* League and cup competitions with Extra Time, Injury Time 
and sudden death penalty shoot outs. 

* Facility to view, edit and save the Action Replays and create 
a Golden Shots disc^Exd. IBM & CBM 64) 

* Facility to load Player Manager teams and tactics for a single or league game. 

* Red andyeHow cards, 16 different referees, injury time and a host of features to create an atmosphere for a game which is 
real fun to play, 

An International class player takes charge of a third division dub as Player Manager, His brief is simple 
-Bring Back The dory Days. 

His success depends on his playing skills on the pitch and managerial skills in dosing ™ng tactics, 
"quiring me right players from ihelransfer market and building a team worthy of the hrghest honours, 

* Unique facility to design and implement yew own tactics. 

* Over 1000 individual players, each with a unique combination of attributes and skills. 

* A lively transfer market. Haggle for the best deal. 

* 4 division league and a cup tournament with sudden death penalty shoot out. 

The Player Manager brings the every day realities ofa managers Me, his talents as a manager and a 
player, his triumphs andnis failures into a sharp tVLUS. 

ST, ACTION ■ A stroke of pure genius. 

THE ONE - An exceptional football management simulation, Astounding depfr. Most involved, reward^ art playable. 
THE ACE ■ Successfully blends challenging soccer managemen» with frandc end to end arcade action 920 ■ s 
HEW COMPUTER EXPRESS - The sheer depth is incredible A definitive management game 
COMMODORE USER - At last a management*game that requires 
true management skills - a winner 94% 
ST FORMAT - Brilliant 93^ 
AMIGA FORMAT - EnlhratBng and addictive. 93% 
ZZAP - Best football management game ever written. 92% 


ST ACTION - The best game ever to grace the ST. Highest accolade 
lean give. 

AMIGA USER INT - The best computer game ever 97% 
THE ONE - Ultimate soccer simulation. 96% 
THE ACE ■ Brilliant. Buy. Bu Y' Bu Y- 930 - 

AMIGA FORMAT - Best footy game to have appeared on any machine 
ST FORMAT - What a game! Gem to play. Magic. 90% 
C ft VG - Championship winning material. 95% 
GAMES MACHINE - Probably the best sports game ever. 92% 
COMMODORE USER - No other footie game can touch it. 90% 
AMIGA ACTION - Surpasses all other football games. 93% 
POPULAR COMPUTING WEEKLY - Nothing short of brilliant. 
NEW COMPUTER EXPRESS - Computer football event of 
the year, 


AMIGA & ST £19.99 EXT. AMIGA £24.99 
IBM (AT & XT Turbo, EGA & VGA) £24.99 
CBM 64 - SPECTRUM - AMSTRAD £9,99, £14.99 



AMIGA - ST 



l 


IMENSION IN 
SIMULATIONS 


THE FINAL WHISTLE 
Amiga - ST £12.99 (Rel. Nov.) 


Raises the skills required and gameplay of 
new heights. 


OFF 2 


to 



Two extra kits. 

Look at any player stats, (attributes and skill) before selecting squad. 

Totally new comer kicks with full control of the power, height and trajectory of 
the ball. 

Enhanced throw bis and penalty shots. 

Provision to flick the ball in the air and do a blinding header or a spectacular 
overhead kick. 

New two players team mode, Flayer 1 m position or nearest to the ball and 
player 2 in position or keeper. 

Linesmen and referee on the pitch. 

A new player attribu te FLATR, A player with a high level of flatr wffl try a solo 
attempt at the goal. 

A new pitches - Wembley - Icy - Muddy - Non-League 
And Lot's More 

WINKING TACTICS (£6*99 - Re!. Nov,) - A collection of tactics for 
use in Player Manager or K02 with full explanations. 

RETURN TO EUROPE {£9.99 - Ret. Dec.) - Three European cup 
competitions. UEFA cup - European Cup - Cup Winners Cup 

GIANTS OF EUROPE faei 1991) Best teams of Europe on one 
disc. 



Draft specifications. Subject to changes without notice 


ANCO SOFTWARE, UNIT 10, BURNHAM TRADING ESTATE, LAWSON ROAD, DARTFORD, KENT. 
TELEPHONE ftfo: 0322 92513/18 FAX No-. 0322 93422 
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CHUCK 
ROCK 

Core Design 
PftlCE 


THE ONE 


MAY 1991 



Ooger Booger! Is the sort of 
noises you would expect to 
hear from Core Designs' 
new character, Chock Rock is set 
in the middle of the stone age 
when little birds are used for 
clothes pegs and the invention of 
the wheel has. just been 
announced on the news. 

Chuck has a dilemma, his lovely, 
sexy and, lets face it, quite nice 
wife Ophelia has just been wife- 
napped by the evil character Gary 
Gritter. The scene is set, Ophelia is 
hanging out the washing, while 
Gary is snooping around in the 
bushes, quickly Gary dashes out 
and hits Ophelia 
on the head with 
his club, she is 
then dragged off 
with Gary pulling 
on her hair 

Meanwhile our 
hero Chuck is 
indoors watching 
the news, he 
senses something 
is going on so he 
quickly rushes out 
(forgetting he has 
no clothes on] 
and looks around, 
fortunately a bird 
saw what 
happened and 
nforms Chuck of 
the direction that 
Gary disappeared 
in, quick as a 
flash Chuck goes 
to the nearest 
bush and makes a 
home-made loin 
cloth and sets off 
to the rescue... 



CHUCK BEGINS HIS SEARCH for Ophelia, level One is set 
in the jungle with little orange dines prowling around 
and if you're not careful they'll whip out a large 
hammer and attempt to smack you on the head withit! 
Not all dino's are violent towards you r some even help 
you. for example the nice croc' aimlessly lying on a rock 
is just waiting for you to come along with a rock, jump 
on it's tail and throw the rock onto his head, this results 
in you being catapulted through the air and ending up 
on aledge somewhere. If you're really lucky you could 
get a ride on the back of a great dino' which plods it's 
way through the lake and drops you off at the other 
side {very nice!}. 

SWIMMING MAY 

BE one of Chuck's 
many talents, but 
he's not that good 
at holding his 
breath: if he's held 
down for too long 
he'll start 
thrashing about 
desperately trying 
to get to the 
surface. Some 
wonderful things 
have been 
expressed in this 
section, just have 
a look at 
swordfish after 
you've kicked him 
in the nose. 


IF YOU'VE EVER WANTED to have a 
mud bath, here's one with a 
difference - the smelly excrement of 
a giant dinO' is the difference, 
eeruugghhl Yuk! Yuk! Not 
everyone's choice of a luxury, but 
that's all you can get In the stone 
age. If you find you're suddenly 
attached by a horde of rampant 
rocks on the run. ..[quick 
breath)., .your best bet is to try to 
pick up the nearest rock to protect 
your bonce. 


MAY 1991 
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REVIEW 



ONCE INSIDE 
THE DIIMO' 
you're treated 
to 

atmospherically- 
intestinal 
graphics ■ 
there's even 
bouncing hearts 
skipping about 
to cause you 
trouble. 



AT TIMES, POOR OLD CHUCK gets totally tightened out of his ski n r so much 
so that he literally turns white and his hair sticks up everywhere, a very 
weird sight indeed! After a while he pulls himself together and eventually 
gets his old colour back. 



IN THE ICE AGE it's told... to say 
the least - you can tell by the 
hot air coming out of Chuck's 
mouth as he wanders around 
freezing his feet off. One good 
thing about the setting though 
is that you'll come across loads 
of mammoths to help you on 
your way. some catapult you 
through the air and some suck 
you up and blow you out, but 
whichever one you get they all 
help in one way or another. 


THE GRAVEYARD OF THE 
DINOSAURS is full of,., dead 
dinosaurs I in order to help you 
in this level, snakes turn into 
bridges when they'rebelly- 
butted, Some of the dino's turn 
into angels or devils after 
they've been belJy-butted r 
depending on their moodj so 
watch out, 'cos the devil will 
chase you r 




AT THE END OF THE DINO'S GRAVEYARD you have to enter the mouth of a 
great dino J which is lying down having a breather. Once you're inside, his 
(or her J teeth fall out - yet another nice touch. 


AS SOON AS YOU SEE CHUCK and 
the rest of the cast strumming 
away on their electric guitars 
accompanied by a 'ROCK' track, 
you'll instantly realise that 
humor is the key element of this 
game. The main character is very 
well animated with over 40 
frames which include movements 
such as walking (obviously), 
jumping, picking up and 
throwing a rock - and even being 
blown across the screen by a 
mammoth! SonicalEy, the player is 
treated to a choice of either in-game 
effects or music: ft doesn't really matter 
which one you pick, as both are equally 
as good, the music being along the same 
lines as the aforementioned intro track 
(which is the sort of thing anyone would 
want to boogie on down to) while some 
of the effects have to be heard to be 
believed. It's obvious that Core Design 
has spent a great deaf of time on the 
thought, design and general preparation 
of this game - so the player is going to 
have to put a little in too: for example, 
at one point you come to what seems 
like an impossibly large gap and the 
only things to be seen are a Pterodactyl 
nodding off and an unreachable ridge - 
what do you do? Simple, you belly-butt 
the Pterodactyl and he'll whizz you 
across the gap while clutching onto your 
locks (Ouch!). With the program 
containing over 500 frames of animation 
in total, there are plenty of 'baddies' to 
'belly-butt' or 'fly-kick' with your size 14 
feet ranging from ' blue- wad dlers' to 
'flying bone-birds'. If you don't take 
your computer too seriously! you fancy a 
great laugh and lashings of stomping, 
puzzle-solving and general fun and 
chaos, then this is definitely the game 
for you, A must for anyone's collection. 


JuiJan Watsham 
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TOP TITLES TOP TITLES COMPILATIONS 


TITLE 

HfltfMegUpgratte 

SUGcnslRKlioniai 

1 Meg Cik*H 

4DS(»rtsBO<nfl , - 

«65utiAtlack 

■*5™¥ - ■ 

AiOTanhWIter 

iMcatraz. ,„^, .,.„,...,,.„„.„. r,,,^,.,-, 

Action Slattern _ 

BaicrtKing ufAnoart China 

Alpha Wavaa 

MnoUfCWWO" >■ - 

Advaremi Da atr p/bi Si rrt < AO. S . h . 

AdUidas-SatJei Shoe 

AttncRoboKid 

A. W.S.O.M.E 

Amazing SpMhirmH .._ 

ATFII 

BUflMax „.„.„„~.,r,„,. 

Bom Command 

BilylhoKM _ 

Brat - 

BatHe Mauler 

BartananlhiPayghMiil 
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B. AT ~„ 
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BatttoClms 
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Bacrno itw Futum III .„.- 
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BamborScb 

Bf»oeiBBl» r - 
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Buck Pogea 

C^RptChaHHIQfl 

CawJ .-„.„ 

CybKvnW 

CtMdRi ~ 

Chase HO _.. 

L-JinciffltnkcEKacK 

Chuck Rock . 

ChaaeHQH..,.- 

CapSn 

Can.* Up „„...„.,„,„....„,.-,.- 

CFUBBlcf ihoCorpsa 

CnmeVtfave 

CudaMor _ 

Coilea.QT4Rally 

ChucKYeageraATF 

Osrflurion „,,.„,.-,,,-.,,-... 

Carthaga . 
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Llrncor Wan 

Dynarrta DeOugqe* 

DrajjonLair 
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DayicH TriurtdW 
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Epic .., -.„-. 

ESWAT. _ 

EuroSuperteague .,„,.,.,„„,, 

F16Cornb*lPtW 

FlSflotalialDf 

Fl9Slifa*iFqhHf 

FmaJCOdMct 

unajwmjaii 

Feudal Lends 

F117A, . 

Fun Play „-„,r- - 

Flqhtrilhfllnlrudar 

FISStrfceEaglel - _._ 

Future B*ser»* 

Gunah*?20jM 

GonghisKhafl 

Gett>stwra „ — 

GflWTttnNII 

Gods _ 

GoktonAxe 

fr!>t<»n pf HiffAjtocs 

Gyn&wt 

harpocfi 1 1 NeQ) 

HIISlr«tev»9a _ 

HardDnvwill 

Flaw* _ _ 

FterouQuesi 1 1 Meg) ., 

imjwflum 

Immortals 
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HOI I YWOQD COLLECTION 
R&boCofi.. GhosttHJSters 2. Indujna Jones, 

e?rlnvin The Movie 
ALL FOUR GAMES FOB ONLY C1 7.99 


EDITION ONE 
DouWb Oregon, Xenon, Gemi-i Wing are? 
Silkworm 

ALL FOUR GAMES FOB ONLY C14.B9 


POWER PACK 
XnnciTi £, TV Efforts Foolball Bloodwyori and 
Lombard Rally 
ALL FOUR GAMES FOR ONLY £14.» 


SOCCER MAMA 
Foooall Marujgw £ Qazza'B Soccer, MicroproH 
Sjcok ^nd FcH»bal Ma.ia§ar 2 World Cup Edrton 
ALL FOUR GAMES FOB ONLY £15.99 


Hard Grivin. APB, KybdE. Too&ln and 

Dragon Splrtl 
ALL FIVE GAMES FOR ONLY El 5.09 
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ChlCtQO SO-, Rick. Dangaroua, Hlgnway Patrol It. 
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LIGHT FORCE 
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ALL FOLIR GAMES FOR ONLY E6.99 
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MASTER MIX 
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COMPUTER HI"S VOL 2 
TfrtTlSv Joe Glads Golden Path and 
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PLATINUM 
Eta* Tiper Striader, FdooUcsn Worlds and 
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MIND GAMES 
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JAHANGIR KHAN'S 




REVIEW 


JAHANGIR 

KHAN'S 

WORLD 
CHAMPIONSHIP 

SQUASH 

Kiisalb 
PRICE 

£25.53 

OUT 

NOW 

GRAPHICS 


EACH GAME LASTS until one player 
scores nine points, but points a™? 
only awarded if you served the boll. 
Each shot has to hit the back wall 
nnce and the ball is not allowed to 
bounce more than once on the floor 
although there is no limit to the 
number of times it can hit the other 
three walls. 


SOUND 


91 


WORLD CHAMPIONSHIP 


PLAYABILtTY 


VALUE 




OVERALL 


J± ET TWO PEOPLE, put them 
K r ' fl ■small r oom with two 
racquets and a small blue 
ball, tell them to hit it against the 
wal l and name the game after a 
fruit drink. The essence of squash is 
simply tennis on half a court, but it 
is regarded as one of the toughest 
(and most tiring} sports in the 
world. 

There has only ever been one 
computerised version of the sport - 
Jonah Harrington's Squash on the 
Spectrum and C64. But all that has 
changed thanks to Krisalis 
Software. Jahangir Khan's World 
Championship Squash combines an 
isornetrically-viewed arcade game 
with the managerial skills of the 
foot ba I [simulation, Manchester 
United, 


THE LEAGUE 
CHAMPIONSHIP is 
set up a$ a 
ladder: eight 
divisional rungs 
with five players 
in each. At the 
end of each 
season the top 
two players climb 
up a rung while 
the bottom two 
go down, Once 
again, any 
number of human 
players can take 
part. 


THE KNOCK-OUT 
tournament 
comprises of 32 
players all vying 
for the 
championship 
trophy, with the 
top eight 
Seeded. Any or 
all of the 
players can be 
placed under 
human control 
(should you 
know 31 other 
squash 
enthusiasts). 




EACH PLAYER JS 
defined by five 
attributes; Speed, 
Fitness, Touch, 
Judgement and 
Tactics. For 
humans, the 
latter two are 
provided by your 
own skills, while 
the first three are 
increased as the 
league 
progresses. 
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®ne 

NEWS 


THE FRENCH CONNECTION 

AFTER A QUIET PERIOD FOLLOWING THE SURPRISE 
success of The Blues Brothers last year, Titus is adding a 
few last-minute touches to another platform romp. 

Already a huge hit in France, Titus the Fox has been 
compared Co classic console video games such as Super Mario 
Bros and Sonic the Hedgehog. The idea is for Titus to rescue 
his girlfriend, Foxy. Luckily, our heroic sprite can call upon the 
services of a skateboard and magic flying carpet to quickly set 
off across the Sahara desert. 

The game comes with all the glitzy trappings associated with 
this style of production. While the agile fox is guided through 
16 levels of mayhem, watch out for secret rooms, hidden 
bonuses and some rather nasty traps. 

Titus the Fox should be available now. 


BURNING RUBBER 

PROBABLY ENVIOUS OF GREMLIN'S 
GOOD FORTUNE with car maker Lotus, 
Core Design has decided to team up with 
Jaguar, 

Two totally different Jaguar racing games are 
already in production at Core's headquarters 
in Derby. Both of the titles are in the capable 
hands of Mark Avory, Despite their flair for 
fancy 3D graphics, the premier jaguar game 
will be using sprites. " Mark's already done four 
months preliminary work on a 3D racing 
game." remarks Core's spokesman, Jeremy 
Smith, "But we wanted to put out a sprite 
game to coincide with the launch of the Jaguar 
XJ220 supercar." 

Jaguar XJ220 Sports Racing, due for release 
next month, will be staged over 12 countries 
with different backdrops and individual 
features for each track. You'll go up against 
other vehicles in the XJ220 J s class, such as the 
Ferrari F40 and Porsche 959. 

The second Jaguar game, based around the 
tough Le Mans 24-hour race, will utilise the 
3D graphics engine seen in Thunderhawk, 
This realistic simulation should be out in time 
for Christmas. 
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A SEASON 
CONTAINS four 
matches each 
against a 
players of 
varying skill. 
Not only are you 
able to play in a 
mutch, you also 
have the option 
to sit in the 
crowd and just 
watch the 
others play their 
games. Rather 

ke scovitirtg the 
opposition. 


THERE ARE TWO WAYS of telling how good a player is: watching his 
previous matches and seeing how big the crowd is. Players like Jahangir 
Khan pack the house and pull in the television crews, whereas your first 
game will probably only pull in your immediate relatives, 


TO HIT THE BALL, just move the joystick in one of eight 
directions and press the button. Three degrees of 
strength are available from volleys to lobs,, all 
designed to confuse your opponent. 

WHETHER IT'S BECAUSE squash is 
a fiendishly difficult game to 
program on a computer, or 
whether it's because it is still 
considered a 'minority' sport, 
there haven't been a great deal 
of squash games, which is a pity 
if the quality of Krisalis' effort is 
anything to go by. Although 
Jahangir Khan combines both a 
sport sim and a managerial game, 
it hasn't gone overboard on 
either, enabling them to flow freely 
together. Mass-scale championships are 
definitely in the offing. The game is full 
of I itt le touches from the way the crowd 
size increases as your performances get 
better to the way the different coloured 
balls affect each game - blue balls are 
fast and bounce all over the court while 
heavy yellow ones make for a lot of 
running around. The biggest drawback is 
that until you get the hang of the 
control method, most games are going 
to end as 9-0 tosses. Fortunately, the 
easy control option helps you work on 
your positioning first before you start 
trying to control your shots. It doesn't 
take too long to get the hang of things 
and as soon as you do, you're in for one 
of the best ball sport games to come 
along for a long time. 


Paul Presley 


r 




I No ugly wart-nose ». 
gonna make a monkey out 
of me! But that's just 
what that witch has done - 
one minute Fro the mighty 
Toki and the nest I'm having 
breakfast de lousing my armpits 1 1 can't 
walk a step without tripping over my 
knuckks and, oh t there's an overhanging 
vine - time to swing out sister! But my 
broken heart is going ape. My beloved 
Miho (I can't wait to share a banana with her) 
has been kidnapped and somehow I've 
got to regain my manhood - until then 
I'm just swingin 1 in the rain! 
The arca^^ sensation by Fabtek Inc. 1 
Aji is now available 
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OCEAN SOFTWARE LTD, 6 CENTRAL 
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SPECTRUM . AMSTRAD CARTRIDGE 
COMMODORE CARTRIDGE 
ATARI ST . AMIGA 
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CADAVER 

TH€ PAY-OIT 
Renegade 

PRICE 

£14.99 

(Original Cadaver disk 
requirttft 

OUT 

NOW 

GRAPHICS 




KARA DOC ARRIVES OUTSIDE THE TAVERN: this is the 
very first location and already he's got problems. The 
door is locked, and there's no other way in. That slot is 
probably the way to get the door open, but what the 
hell goes into the slot? 


PLAYABILITY 


VALUE 



AT LAST. HAVING WANDERED through the deserted inn, 
you come across some form of human life. He wants his 
supper, in return for which he'll give you some vital 
Information, It sounds simple enough, hut things are 
not quite what they seem. 


m IFE'S NOT EASY when you're 3 dwarf. You battle 
I your way through five excruciating monster- 
infested levels, set off to collect your reward, and 
what happens? The gits who sent you on that 
impossible quest seem to have buzzed off, reward and 
all 

And as if that wasn't insult enough, everybody else 
in the Charon Arms, where you began your quest, has 
disappeared too r so you can't even get yourself a free 
mug of mead for your pains. 

So begins the second great adventure of Karadoc 
The Dwarf, the stunted hero of Cadaver. On arriving 
at the tavern all you are aware of is that everybody 
seems to have disappeared in mysterious 
circumstances, and since they have your reward, 
you've got to find them. 

The Pay-Off is smaller than Cadaver, about two- 
thirds the size, with only four levels of 250 rooms, The 
Bitmap Brothers reckon that while a good player 
(with a solution) should take around seven hours to 
play right through the first game, this one will only 
take about three hours to replay once solved. 

Don't be put off by the smaller size of this modu le 
though, if s tougher than Cadaver, so although you 
don't need to have 
completed the latter to 
play this, it certainly 
helps. 

The first level is set in 
the Tavern itself, and is 
just a small collection of 
rooms which set the 
scene, but even at this 
early stage you have to 
work hard for every clue, 

Next, it's on to the 
village itself. This shows 
the power of the Cadaver 
game system, because 
this level is actual ly laid 
out like a true village 
with streets- and houses. 
Unlike most of the levels 
in this module and the 
original game, the Village 
has a far greater 
monster-bashing bias, 
which should relieve 
those whose brains hurt. 

The largest level is the 
Temple - and whereas the 
first two use completely 
new graphic sets, this, 
and the concluding level 
in the caves are re-hashes 
of two of the original 
Cadaver levels, and are 
both tough enough to 
have even the meanest 
Cadaver players burning ' 
the midnight oil. 

You have been 
warned.., 



DEADLY DESIGN 

CADAVER BEGAN OVER TWO AND A HALF YEARS AGO as o simple mop- 
moker on the ST to create isometric 3D arcade /adventure: gomes, ft was 
named Adventure [eve J Editor [which sounds a lot mare palatable as an 
acronym: ALE), ond has since grown into an extremely powerful utility. 

ALE makes life easy tor the designer becajse each level is initially created 
as a two-dimensional map, the purpose of which is to define the size of each 
room (from three by three to 1 0 by 1 0 Roar tiles] and show the 
interconnections between them. 

Having created the map the designer can then select any room which is 
instantly converted to a 3D shell. The room is then given its individuality by 
'painting' on previously defined background features. At this stage objects 
can also be selected from a pre-defined library and placed in the room. 

This is where ACL comes in, ACL is a language designed by The Bitmap 
Brothers' own Steve Kelly to control the events in Cadaver and its sequels. The 
way it deals with objects is very clever. Each object placed in a room has a 
unique number, and associated with that number is o few lines of ACL code 
mat tell the program exactly how to deal with that object under different 
circumstances* Can it be opened? Can you insert things in it* And so on. 

One of the characteristics that makes Cadaver such an absorbing game is 
Hict some objects can be opened to reveal other objects. For instance you 
might open a cabinet to find a small casket and then open the casket to find a 
key. In this case bath the casket and the key are kept in special Attic rooms 
until they're needed, These are rooms thai are on the map but can't be 
reached by the player. When an object is found it automatically removes itself 
from an attic room and places itself as near to its container as it can, 

The language is also used to control events in each room, like doors locking 
and unlocking. Even the central character is not sacrosanct, ACL can be used 
to delect his position, and even push him about, overriding what you are 
doing with the joystick! 
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Si 

I 11 

Ml ' I ' 

Hi ^ 




HO HUM, HERE'S IHE SORI OF TEMPTING THING that led 
so many games players astray in Cadaver. Three levers. 
You don't know what they do d but you want to find 
out, Pkk a number, one to three, shut your eyes, and 

hope,., 



AH-HAJ ANOTHER REAL PERSON. The 
Temple Priest may look like a kindly 
old man, but really he's a bit of a 
nasty old buffer. On first setting his 
beady eyes on you he sees you as 
potential slave material. You, of 
course, have other ideas. 



IN THIS SCREEN YOU'VE JUST 
MANAGED to get access to the 
temple by getting from one end of 
this lane to another. That wasn't 
particularly easy because it 
involved some careful thought 
about the relationship between 
9ates r levers and a piece of slime. 
How's it done? 


NOW HERE'S A 
NASTY ONE. 

You want to 
get round to 
the other side 
so you can get 
to the keyhole, 
Trouble is, you 
could get 
spiked* in a very 
nasty place. The 
pit by the way, 
eortta ins a 
couple Of those 
brain creatures. 
Remember 
those bonny 
bouncers? 


THE VILLAGE IS 
REALLY NICELY 
DESIGNED. You 
get an 
atmospheric 
feeling of tiny 
cobbled roads 
shadowed by 
close tiny 
buildings built 
in art r olde 
worlds' style. 
Ooh it warms 
y«r 'art, it really 
does... 


1 THE PROBLEMS WITH LEVELS 
I DISKS is that on the whole, what 
you get are some new graphics 
and more or less the same 
game pi ay, and very often that's 
not enough to justify a new 
product. Fortunately Cadaver was 
the sort of game that even if you 
bfl managed to complete it, left you 
Hi wanting more. So once you've 
purchased more in the form of 
The Pay-Off, what exactly do you 
get for your money? True, there's 
the usual new graphics... but that ain't 
all. What makes this levels disk so 
worthwhile is that designing the 
original game seems to have been very 
much a learning experience for the 
Bitmap Brothers, with resultant 
improvements in almost every 
department becoming apparent here. 
Players who have completed Cadaver 
wilt enjoy the greater variety and 
continued challenge, while newer 
players may want to sample more of the 
first game before tackling this tougher 
nut* 


Laurence Scotford 
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VIZ: 

THE COMPUTER 
GAME 

Virgin (Titter!) 

PRICE 

£19-99 

OUT 

NOW 

GRAPHICS 


START 


BEFORE OUR STONKING THREESOME 
can use their weapons to 
participate in a bit of race 
sabotage they need to collect a 
few tokens by taking part in the 
bonus games. Here r wiggling the 
joystick galvanises Johnny 
Fart pants' pump into action and 
propels our hero magically up the 
flatulence scale. 


WHEN YOU'RE FEELING tired and 
depressed it's quite common to 
get a sudden urge to walk out 
under a moving car. This is. inadvisable, as 
there'* a very good chance that you may 
end up dead- instead, why not purchase a 
square-shaped piece of plastic and shove 
it into one of those useful receptacles 
known in the trade as a disk drwe. it 
sometimes works. 

And now there's a piece of plastic like 
no other. Yes folks, Viz, home of Finbarr 
Saunders (source of endless double 
entendres), and the world's greatest 
receptacle for bad jokes, has produced its 
wry own computer game. 

Top of the bill are Johnny Fartpants r 
Buster Gonad and Biffa Bacon, taking part 
in a race, staged in the sunny town of 
Ful Chester, hosted by the world-famous 
Roger Wlellie and FTV. The course covers 
five sections, each littered with obstacles. 
Fail and 



VALUE 


OVERALL 

68% 


m 


you're 

forced to retire with egg on 
your face: win and you don't 
even get a prize. But then 
that's life all over ■ crap. 


DOWNING PINTS is the 
ideal way to get power to 
those parts intelligent 
conversation just can t 
reach. Beer transforms 
itself into tokens 
according to how much 
liquid Biffa quaffs. 





AND THEY'RE OFF, Roger Mel lie does 
the preliminary honours and provides 
characteristically succinct commentary 
throughout. As for the other Roger, 
he's Irrelevant. 

VIZ - THE COMIC 

Dreamed up by Chris and Simon Donald, 
Graham Dury and Simon Thorp. Viz is a 
study in how to get rich quick by tefling 
'batty' jokes. From a d£but print run of 
150 copies sales have rocketed to over 
1,000,000. These days it vies with The 
Simpsons as a source of associated 
merchandise. Not only can you get your 
mitts on a copy of the comic every month, 
there are also books (The Spunky Parts, 
The Dog s Bollocks), calendars, T-shirts, 
alarm clocks and hats to spend your hard- 
earned readies on and snigger over. 


liar 
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FOR BUSTER, 
collecting 
tokens doesn't 
come easily. 
Having shipped 
his gonads to a 
pancake factory 
he's forced to 
exploit their 
bulbous bulk to 
forcefully 
flatten the 
dough. Unless 
it's completely 
flat it doesn't 
count. His other 
bonus level is 
equally painful: 
it involves 
bouncing as 
high as possibly 
on those 
unfeasibly 
giant testes. 


REVIEW 


I BUST 
GONAD 
Despite a 
disability 
which would 
bring tears 
to other 
people's 
eyes, Buster 
Gonad 
remains 
ch<i#rful 
about the 
fate which 
has befallen 
his 

unfeasibly 
large 
testicles. It's 
their alh 
purpose 
versatility 
that makes 
them as 
useful as a 
third arm. 


THE ONE 


MAY 1991 



BACON 

Biffa doesn't 
need words - 
he uses his 
fists. Buy htm 
a pint and 
he'll be your 
friend for life- 
Spill it, and 
yw get a free 
trip to 
hospita 



JOHNNY 

FARTPANTS 

Distinguished 
from an early 
age by a 
fetish for 
pickled eggs, 
Johnny's 
brown and 
dirty 

underpants 
are the 
product of a 
lifetime's 
windy bottom 
- a talent 
which has 
made him 
famous. 


THIS IS RODNEY RIX. He throws 
bricks. Keep in your lane and 
you'll avoid him; get hit and the 
shame is enough to make you lose 
a life. 



DRAWING FROM HIS BOTTOMLESS 
RESERVE of charm, Parkie attempts 
to nab you the second you set foot 
In the park. Use your devastating 
secret weapon or just lag it pretty 
sharpish. 


WHEN JOHNNY FARTPANTS is under pressure there's only one way out. In 
average difficulties his weapon number one, a propellant bottom burp, 
works wonders but when things look really dicey only Johnny's Super 
Power - a massive curry-induced Mega Pump - can chuff him into the lead. 


THANKS TO 
BUSTER'S 
wheel barroWj 
his unfeasible 
physique is 
transformed 
into a model of 
streamlined 
efficiency. 
Gonad is also 
entitled to use 
Plum Power - a 
personalised 
nut bounce. 



You gel a lot with a copy of Viz 
jokes, fat stags, a bagful of tips 
and plenty of change out of a 
fiver, the computer game Isn't 
such good value for money. 
£19,93 buys you a standard 
obstacle course, a few bonus 
screens and a handful of jokes. 
The unusual bonus games are 
good fun and the graphics 
accurately capture the 
characteristics of the comic, but 
underneath the glossy exterior 
there lurks nothing more elaborate than 
a basic chase game. Hotfooting it around 
the Fulchester sights is fun for a while 
but for non-fans there just isn't enough 
substance to justify the price. Viz 
fanatics could spend a couple of hours or 
so chortling at Roger Melfie's subtle 
asides (though after the third reading 
they do tend to grate a bit} but even 
they might be disappointed at the 
relatively small role played by most of 
Fulch ester's stalwarts: where' s Silly The 
Fish? As a game all this is most likely to 
appeal to exactly the sort of people who 
aren't allowed to buy it - kids. Adults 
should consider sticking their nose in a 
Viz book instead. 


Kati Hamza 


PREMIER MAIL ORDER 


Titles marked * are not yet available and will be sent an day of release. 
Please send cheque! PO! Access! Visa No. and expiry date ta : 
I>ept TH AM/05, Try bridge Ltd., 8 Buckwins Sq., Burnt Mills, Basildon, Essex, SSI3 IB J. 

Please state make and model of computer when ordering. P&P inc. UK on orders over £5 .00. Less than £5.00 and Europe add £ 1 .0 
per item. Elsewhere please add £2.00 per item for Airmail. These offers arc available Mail order only. .Tele phone orders: mon-Fri 
9am-7pm. Saturday 10am-4pm. f ax orders : 026H 590076. Tel Orders : 026K -59076ft 


"2 Meg Upgrade.. .. jg gg 

1/2 Meg Upgrade with clock 32.S9 

3D Conslruction Kit*..., 26,99 

AD Driving*,., 16.99 

A.DS 

Assautt on Aicatrai * ie.99 

633 Attack Sub 16.99 

AMOS 2999 

Arkgniod 2 5.99 

Armour - Geddon * 54.99 

Awesome ,, ,. 24.99 

6.A.T. 19.99 

Batman trie Caped Crusader .... 5.99 

Back to Ihe Future 2-,,.. 16,99 

Back to the Future 3 " 16.99 

Bards Tale 2 5.99 

Bards Tale 3 16.99 

Battle Command 16.99 

Battle of Britain .. ., , 19 99 

Battle Chess 2" 16.99 

Betrayal , 19.99 

Beastbusters' ..16.99 

Billy ih9 Kid " 1^.99 

Big Game' Fishing " 16.99 

Birds Or Pray" 26.99 

Blade Warner " 16.99 

Blue Ma* 19.99 

BRAT ' 18 95 

4D Boxing* 16.99 

Budokan 7 gg 

Buck Rogers (1 Meg} 19.99 

Carrier Command ,,„ 9.99 

Cavadar , , , i&gg 

Cadaver Data Disc* 9.99 

Captive fg.gg 

Cerilurlon 19.99 

Chaos Strikes Back. 1 6.99 

Chase HO 2 1G.99 

Champions of Krynn ( 1 Meg) 2 1 .99 

Chuck Yeager 1&.99 

Cnuck Rock " 16.99 

Codename Iceflian (1Mg) .26.99 

Cotonete Bequest (1Mg) .„... 26.99 

Corrtwienlal Circus 5,99 

Commando War " 16.99 

Corporation 16,99 

Corporation Data Diac 9.99 

Creatures' 16.99 

Cricket Caplam 16.99 

Crime Wave ' IG.99 

Cruise for a Corpse " 16.99 

Curse or Azure Bonds |1 Meg) 13.99 

Cybercon 3* 16.99 

Das Boot 19.99 

Delandar tr the Crown 7,99 

Dick Tracy , 16.99 

DiSnay Animation. ,,„„,„„ 79.99 

Double Dtagon „„.,.,,.,.. 5.99 

Dragons Brealh 12.99 

Dragons Lair 2 , 26.99 

Dvagon Strike ' 19.99 

Dragon Wars t6.99 

Dragons Lair (1Meg) 26.99 

Dragona Lair Tme Warp 26,99 

Duck Tales 16.99 

DungBon Master 1 6.99 

Duster " 16.99 

Dynamite Debugger * 16.99 

E-Swat „., 16.99 

Epic " 19.99 

ELF " 16.99 

Emlyn Hughes 13.99 

Escape from CoWlrj 19,99 

Eyed the Beholder (1 meg) ', ,,. 19.99 

Escalbur" 1$.g9 

F15 Strike Eagle 2 • „ ....22.99 

F16 Combal Pilot 16.99 

FT 9 SteaHh Fighter ..19.99 

F29 Ftetaliaior 16.99 

Falcon , 1499 

Falcon Mission Disk , 10.99 

Falcon Mission Disk 2 10,99 

Fantasy World Dizzy 5.99 

Fireball " ,, ... 16.99 

First Samuatf" 16.99 

Flight of Ihe Intruder * 19.99 

Ftaod 7.99 

Footbal? Man World Cup 9.99 

Football Director 2 13 99 

Ford 99 Rally " 16.99 

Fun School 3 5-7 16-99 

Fun School 3 Over 7 16.99 


Fun Sc-ool 3 under S. . . 16.99 

Fun School £ (6-8) . 1 3.99 

Fun School 2 (over B) , 13.99 

Fun School 2 (under 6J 1 3 g9 

Future Wars 16.99 

Ga-za2 16.99 

Gremlins 2 , 16.99 

Gods* 16.99 

Golden Axe 16.99 

Gunsh^p 14.99 

Gunboat * 16.99 

Gauniet3* is.99 

Hard Driven 9,99 

HardDnvln'2 , 16.99 

Harpoon (iMegl.. .. ig gg 

Herog quest" - 19-99 

Hitchfcars Guide 7.9g 

Holl/*oocr Collection 19.99 

Horror Zombies * ,, 16,99 

Hunter* 16.99 

Hydra * „„ 16.99 

IK+ " 5,99 

Impemjm.... is.99 

Indianapolis 600 1599 

Int Soccer Challenge 16.99 

11 came from the Deserl Dala 9.99 

H came from the Desert 14.99 

Jack Nichlaus Extra courses 9.99 

Jack Nichlaus Go*l 16.99 

Jack NtCklaus unlimited Go*1 (1 Meg) 19.99 

Judge Dread 13,99 

Kir* OtT 2 12 99 

Kir* Off 2(1 Meg) 1499 

Killing Cloud' 16.99 

Kings Quest 4 {1 Meg] _2&.99 

K.O.2 Final Whistle B.99 

K 0.2 Giants at Europe " 7.99 

K.O.2 Return of Europe ' ....7.99 

K 0- 2 Winning Tactics * 5.99 

K.O.2 Super League* .,9,99 

Knights OMheSky ' 19.99 

Kristal ..... 9,99 

Last Nin|a 2 5.99 

Lai1 Ninja 3' 16.99 

Learner Goddess 7.99 

Lemmings ie.99 

Leisure Suit Larry 2 26.99 

Leisure Suit Larry 3 26.99 

Life and Dealh * 19.99 

Lined Frf« 16.99 

Loom 19.99 

Lords of Chaos * 16.99 

Lord or :he Rings* ....,„„ „ 16.99 

Lost Patrol is.gg 

Lucaslilm Double Pack 1&.99 

Magnetoc- Scrolls Collection" 19 99 

Magnum4 i g.gg 

Mean Streets 16.99 

Mercs* .,„„ 16.99 

Mega Traveller 1 ' 19,99 

Mega Lo Mania " 16.99 

Mig 29 22.99 

Manchester Un*ted ., 16.99 

MasterWaslar" „,. 16.99 

Monty Pylhon 13.99 

Ml Tank Platoon 19.99 

Mid Winter 19.99 

Mlrjwnter 2" 19.99 

Mdnight Resistance 16.99 

M.U.D S 16.99 

Murder 16.99 

NARC 18.99 

NAM' 19.99 

Navy Seals " ,. ..,16.99 

Wflhtbreed RPG 16.99 

PJinja Ramnix , 16,99 

Nightshirt ,.,„ .16.99 

Nilro 16,99 

Obitus 24.99 

Opuralion Stealth...- 19,99 

Oriental Games.. 16.99 

Operation Tfiunderbolt 16.99 

Operation WoM .5.99 

Oft ftaod Racer 16.99 

PGA Tour Gall...,, 16,99 

F"ang , 16.99 

Pirates i5,gg 

Player Manager 12.99 

Platinum 16.99 

Platoon , 5,99 

Plating 16.99 

Power Up ' ,. 19.99 


ProjeclylB ,„ „.... 7.99 

Police Guest 2 (1 Meg) .„, 26.99 

Pool 0i Hadiance 19,99 

Populous 16.99 

Populous PromisEd Land 7,99 

Powerpack 14.99 

Powermonger 19.99 

Powermonger Data Disc 1" g.99 

PredatorE * ifi.gg 

PrO Tennis Tour £ 16,99 

Puzznic 16.99 

Qualtro Advefrtiire 9,99 

Quattro Sports 9.99 

R Type 5.99 

Rambo 3 5.99 

Rainbow Islands 16.99 

Railroad Tycoon , 22.99 

RBd Storm Rising 15.99 

Reach for the Sk»e3 * ,,. .,.16.99 

Rogue, Trooper .„ 19.99 

RobOzone ' 15,99 

Rocfcel Ftanger ,., 7.99 

Rotalor* 16,99 

Hick Dangerous 2 16.99 

Rick Dangerous 7.99 

Rise Of The Dragon" 26.99 

Rocky Horror Show ' 1G.99 

Robocop2 ifj.99 

Search for the King ' 1 6.99 

Secrels of the Lutovafle " 19.99 

Sacrel of Monkey Island * 1 9.99 

Shadow Warriors » 16.99 

Shadow of the Beasi , 16.99 

Shadow Ol the Beasi 2 26-99 

Shadow Sorcerof *..... 19.99 

Shadow Dancer" 16.99 

:>xu i and Cmsshones * ., 16.99 

Silkworm 5_gg 

Sim City ,19.99 

Silent Service 9.99 

Ski or Die 16.99 

Sly Spy 16.99 

Speed ba« 7.99 

Space Ace , 28.99 

Spiderman , 16.99 

Space Quests .,.„, 26.99 

SpeedbHll 2 16.99 

Slralego " 15 g§ 

Strider2 r ig.99 

Star Flighi 15.99 

Star Flight Hint Bk 5.99 

Stei/en Hendry" , 15.99 

Stun Runner .,, 13.99 

Subouteo .„ 16.99 

Supremacy 19.99 

Super Hang On 5.99 

Super Monaco GP 16 99 

Shuttle - 19.99 

Switchblade 2' 16,99 

Swiv 16.99 

Team Suzuki 1*5.99 

Team Yankee 19.99 

Teenage Mutant Turtles 16-99 

lest Drive 2 16.99 

Test Drive 3" 16.99 

i 'I Drfve 2 California Chall 9 99 

Test Drive S Muscle Cars 9.99 

The Immortal \\ meg) 15 99 

Tip OfT , U.E9 

Tr.x.lt Suil Manager 2 ' 15.99 

Treasure Trap 6.99 

Tournament Goir 16.99 

ToW * 16.99 

Tcyc:a Cohen i6.«9 

Total Recall 16.99 

Turbo Challenge 16.99 

Turrlcarv 7.99 

Turrican 2 , ...16.99 

T^Spons Basaball 1 19.99 

TV Sporis Basketball 14.99 

TV SporlS Football 12.99 

UMS2 19.99. 

Viz' „ 16.99 

Walker" , , 1599 

Warlords , 19.99 

Woll Pack<1 Meg> 1^19'gg 

Wonderland * 19.99 

Wrath or the Demon 19.99 

Wings... 19,99 

Wtzball 5.99 

Wilkid" 13.99 

Xenon 2 MegaWasl 16.99 


JOYSTICKS 


Qu ick joy Jetf i g hter , „ . L „„1 tM 

Ouickjoy Megaboard 19,99 

Cheetah 125+ , ...6.99 

Comp Pro Extra , 14.99 

Quickjoy Turbo 2,,,, „,,, „. fl ftfl 

Qucikshot 3 Turbo (Sega Comp) ..9.99 
Sega Control Stick ...13.99 


BLANK DISKS 


Top Quality Un branded Disks 


ll's .V5" DSDD... 
20 n DSI)I> ... 
?W \ l)Ki>l> ... 
1011 * 3.5" DSl'I) . 


™JJ9 
,.10.99 
..23.9V 
,44.99 


Branded Disks 

3J5 H DSDD , „,[,25 Eath 

5,25" DSDD....„ 0.7S F^tch 


MIDWINTER 
2 

ONLY £19.99 


E.A,SPECIAL OFFERS 


ONLY £7.99 EACH 

POWERDROME 
BARDSTALE 2 
/ANY GOLF 
KHEF THE THIEF 
INTERCEPTOR 
HOUNDS OF THE SHADOW 
SWORDS OF TWILIGHT 


SPECIAL OFFER 


Turrican 
Now Only £7.99 


SPECIAL OFFER 


Hammer fist 
NOW ONLY £7,99 


SPECIAL OFFER 


Steve Davis Snooker 
Now Only 
£7.99 



WONDERLAND 

Puzzles, conundrums, potions, 
caterpillars, mushrooms and very 
Mad Hatters for your IBM PC, 
Amiga, Atari ST and Archimedes 



JUDGE DREQDV* 1 

"Nobody's an innocent citi? 
we're just hereto determ. 
the level of guilt." Amstrad, 
Spectrum, Amiga, Atari & C64 




COMING 
SOON! 


FISTS OF FURY 

Battle your way thr 
the biggest selling gM 
tins - Double Dragon \{ 
Sninobi. Ninja Warrtor&i 
Dynamite Dux. Amiga, Ata 
C64. Spectrum and Amst 


ABBL£ 

The NEW deluxe computer editior tft:e 
ultimate in computer word games. Out- % 
shines att previous versions, IBM PC 





^Leisure 
Genius 





as? 


. if * 



THEMAfiNETIC SCROLLS 
COLLECTION (VOLUME Of 

Cortptwi P <Jild of Thieves 
j^sh! - thrlSTJMgc adventuj 
Jrenhancec to njrfjber Wonder- 
land's new mpc Windowed 
system jcM PC, Amiga, 
Atari ST and Archimedes 


SHUTTLE 

he mpjjj: amitotic soace 
simufafcne^r concede :Vr 
your IBWPC, Alifia and Ml 






3 


EXCALIBUR 

A rich blend of Fighting, 
Fantasy and Strategy set in 
Arthurian Srifcin. For your 
IBM PC^iga and Atari ST 



GOLDEN AXE 

The smash hit coin-op hacks sn 
slashes its way onto Lne.srnMI scree" 
Wectrum, C64, 
miga and Atari ST 


taourAmstfjl& 
• Jj* An 



' s ail tWavesfrcm^r favourite 


• Roger v, Buster Gonljjhe Fat 

Slags, -rfcar Saunders, fnaar 'naar. Ari^ad, 
Spectjurffft64, Amiga and Ata 


1 



16 Portland Roarf ? London Wll 4 LA 
071 737 8070 (Sales) 071 243 1980 



GOING FOR A HAT TRICK 


SMALL BUT PERFECTLY 
FORMED programming 
partnership Sensible 
Software is busting a gut 
to get three sizzling games 
onto the market in a single 
year. 



Wizkid will be first off the 
block and is the only Sensible 
Software production with a 
publisher at present, the 
honour going to Ocean, As 


Sensible 

Soccer: 

brimming over 
with 

impressive 
features. 


ii 

41 >■ 


the guys at Sensible Software 
like nothing better than a 
quick game of Kick Off 2 
between frustrating sessions 
on the debugger and paint; 
package, their next effort. 
Sensible Soccer, will be 
positively brimming over 
with features and neat, little 
touches. 

"It's a hybrid of Kick Off 
and Sf?eedball\ You're able to 


Cannon 
Fodder: 
"Megalomania 
meets 


see more of the pitch than you 
can in Kick Off," notes 
spokesman John Hare. 
"Sensible Soccer is just as fast, 
the passing is a lot easier and 
you can plan your moves in 
advance.* 

The attention to detail is 
certainly impressive. As an 
example, players on both 
teams have individual features 
like skin and hair colour. More 
importantly, Sensible Soccer 
allows you to apply 
aft ert ouch to put the ball high 
in the air or swerve it to the 
side. You can also chip the ball 
over the opposition. Sliding 
tackles play an important role, 
too. You can slide in at the far 
post and nudge the ball inside 
the goal mouth or simply 
steam in and redirect the ball, 
to foil a striker. Slides are also 
handy for keeping the ball in 
play. 

An element, of football 
management is included 
without the hassle of boring 
statistics. Team tactics can be 
changed at. any time during a 
game: this facility is 
particularly useful if your 
team is a few goals down and 
needs to go on the attack. The 
trainer can be brought on 
when somebody is injured, or 
a substitute summoned from 
the bench, provided the ball 
isn't currently in play. 

There are 64 European clubs 
and about 40 national sides 
covered in Sensible Soccer. 
The crowds of spectators 


changes depending on where 
you're playing in Europe. As 
the match gets more exciting 
the crowd will move faster; 
they may even get totally 
carried away and start a few 
Mexican Waves. 
After every game you get a 
replay of the 10 best 
highlights during the match, 
these can also be saved to 
disk. 

Last, but by no means least, 
comes Cannon Fodder, 
described by Sensible 
Software as 'Megalomania 
meets Lemmings'. In this full- 
scale equivalent of a skirmish 
game ? you must throw these 
men into total victory over 
the enemy. Higher ranking 
soldiers are better at 
performing certain tasks, 
though you can command 
anybody to drive a jeep, fly a 
helicopter, throw grenades, 
fire a machine gun. and so on. 

If any of your men survive a 
mission they will go up in 
rank and gain some handy 
abilities next time round. The 
rest of the team will consist of 
inexperienced raw recruits led 
by these combat veterans. A 
man who has survived five or 
six missions becomes very 
skillful and incredibly 
valuable, so you certainly 
wouldn't send him on a 
suicide attack. The sprites will 
be slightly bigger than those 
seen in Megalomania, but the 
same sort of plan view 
remains. 


10 . 
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KULL DIGGERY! 
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GREAT GAMES GUIDE 
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3D Construction Kit surveyi 
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SOFTWAR 
FOR A YEAI 


SnriET WEAPONS 
OF THE LUFTWAFFE 

Goering's back. ..and 
this time he's MAD! 

PLUS ...Gunship 2000 
preview, Lord of the Rings, 

Rise of the Dragon, 

Moonbase... 
and much, 
much more 
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THE ONE 


DEMONIAK 


WHAT DOES A DEMON DO 
when it's bored? 
Actually, scrub that 
question, as Demoniak is more 
than just a demon, it's pure evil, 
formed from everybody's dark side. 
Anyhow, this awful individual 
thinks that it's found a solution to 
its eternal boredom. 

In its own universe Demoniak is 
the master of all that it surveys - 
and that's quite a bit - but it still 
wants more, and our universe 
seems likely to become the next 
target. 

Fortunately, Doc Cortex, the most 
intelligent human being ever, has 
detected Demoniak's presence and 
has called together four of Earth's 


most powerful superheroes to stop 
him. 

Sinus - Man of Action - is a haff- 
human, half alien hybrid endowed 
with immense strength. Kyra Brand 
(a.k,a. Flame) i$ a Pyrokine, able to 
convert her body into a mass of 
flame at any given time. Madlok is 
the Earth's current Sorcerer 
Supreme, while Sondra Houdini is a 
Marxist/FemEnist psychic. 

Together this motley crew should 
be able to collect the necessary 
components to construct a device 
capable of sealing the entrance 
which Demoniak hopes to use to 
gain access to our universe. 

Unfortunately, for security 
reasons, Doc Cortex won't say what 
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REVIEW 


DEMONIAK 

Palace 
PRICE 

£29,99 

OUT 

NOW 

GRAPHICS 


IN GENERAL THE LAYOUT is pretty 
basic. The red bar at the top tells 
you the current location, which 
character you're currently in 
control of and how many turns 
you've taken. The blue bar at the 
bottom is where you input text and 
the centraf window is where the 
story is told. 


SOUND 
PLAYABILITY 


FOR A TEXT ADVENTURE to make 
the grade these days, it has to be 
something pretty special indeed - 
and Demoniak is certainly that. In 
a similar fashion to most Multi- 
User dames {or MUGs), all of the 
characters (bar three) are 
controlled by yourself. That's not 
to say that they don't have any 
intelligence of their own though, 
in fact quite the reverse is the 
case. For example, taking control 
of a prison guard you could decide to 
turn rebel and start blasting away at the 
other guards. They in turn start to 
retaliate and, in the confusion, you swap 
control to another guard. Using this 
character, you unlock the cell of a 
prisoner whom you want to take control 
of next. Then, walking out of the cell, 
you stand back and watch as the other 
guards pile into each other. Importantly 
for any text adventure, the parser (the 
part of the program which interprets 
your input) is quite competent taking 
commands such as 'take all the red 
things from the bench' in its stride. Of 
course, the real beauty of Demoniak is 
the text. The author, Alan Grant, is 
highly regarded in the world of comics 
and his humour and style is clearly 
evident here. Demoniak's biggest 
problem is simply that it's a text 
adventure. Unless you're prepared to sit 
down and type, it J s not going to foe your 
cup of tea. Which is a shame because it 
really is a fine cup of Earl Grey. 


Paul Presley 



VALUE 


OVERALL 



m 


idln *nd oett.fl Muni" 


EVERY SO OFTEN 

you'll be asked 
to press a key 
for a picture. 
These serve to 

either break up 
the text or to 

provide a more 

graphic 
description of 
an important 
element. 


those components are. As the 
companions blast off -to 
the icy planet of 
Freezyassov, Demoniak 
sits quietly, patiently 
waiting, timing his 
strike, collecting his 
thought^ chewing his 
nails, watching the 
grass grow,.. 




SO NORA'S MIND-READ IMG ABILITY is displayed by 
adding another •window to the screen, showing exactly 
what the subject is up to. 


ALAN GRANT'S UST 
of credits makes 
impressive reading for 
any comics, fan. He's 
probably best lUown 
For his work on 
2QQQAD, which 
included many Judge 
Dredd stories (efther 
written done, or in 
collaboration with 
Dredd's creator,. 
John Wagner} 
i*i alongside 
Strontium 
% Dog Ace 
Trucking 
Company, 
Robonunter and 
Judge Antferson 
among others. 
Grant has also written 
for American comics 
gianls D.C and 
Marvel, contributing 
stories for such 
infamous characters 05 
Batman. RoboCop and 
The Punisher. Future 
attractions will include 
one of the comic 
world's, unlikeliest 
team-ups, when 
Batman and Judge 
Oredd join together in 
(i collaboration 
between D.C. and" 
British publisher 
Fleetway. Watch out 
far more news oF tfis 
and other Alan Grant 
projects in a future 
jssue, 
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CRYSTALS 
OF 

ARBOREA 

Silraarits 


PRICE 

£24.99 


OUT 

NOW 


i 

GRAPHICS 





SOUND 



PLAYABILITY 


VALUE 



OVERALL 

86% 


AS JAREU THE PRINCE OF 5HAM- 
NIR5, you and your six 
companions have to explore 
Arborea, find the four crystals that 
symbolise the four elements f rom 
which the Crystal world has been 
created : Earth, Sky, Water, and Fire 
and return them to their respective 
towers. 

The scenario for this impressive 
French 3D role-playing game reads, 
typically, like the back-cover blurb for 
most pulp fantasy, Gods created the 
world r to be the home of mortal 
creatures. Only three different 
races lived there for many years ! 
Ores, tireless workers; Sham-nirs r 
Artisan Elves; and Black Elves, the 
rulers of the Crystal world- 
Then, one day, Morgoth, a 
fallen angel, cursed the Gods 
who had banished him from, 
heaven and swore revenge, He 
swept across the Crystal world 
bringing discord and violence. He 
corrupted the Ores and Black 
Elves, turning them against the 
Sham-nirs. 

The Gods were dismayed at the 
anarchy everywhere, so they 
drowned the world in their fury, 
leaving only Arborea as the last 
resting place for the crystals 
above the sea. 


ONCE IN 3D MODE you see out of 
Jarel's eyes r while the rest of your 
group head for their initial 
destination from the 2D map: If 
they com* across any enemies you 
will either have to fight or flee. 


CRYSTALS 
ARBOREA 




CREATING CHARACTERS is easy. Just 
pick the appropriate profession, 
allocate points to the list of 
statistics and you're away- There 
are also options to lead existing 
characters, check maps, or review 
instructions. 



IN COMBAT, the action switches to a 
bird's-eye view. It's simple to 
manoeuvre the party for attack, but 
you'll need plenty of power as well 
as wits if you are to avoid becoming 
so much monster fodder. 


AS YOU CAN 
EITHER MOVE the 
whole group 
together or as 
individuals, it's 
possible to 
switch between 
your six 
companions to 
check on their 
locations - . 
However, trying 
to keep track of 
the group whilst 
in 3D Mode is 
difficult without 
making frequent 
references to the 
map. 


FROM THE MOMENT that the 
intro-sequence begins (showing 
the four crystals flying through 
the air and landing in Arborea) 
you can tell that this one has 
been polished 'til it shines. Then, 
once into the game proper, the 
player finds a simple and friendly 
front-end that doesn't get in the 
way of the atmosphere. The 
characters and other creatures are 
well-drawn and accompanied by 
some superb, realistic looking, 
background artwork. Sim arils hasn't let 
itself down on the sound front either^ 
both the intro and game-over music 
have a very mediaeval feel which 
complements the action perfectly. The 
sound effects are equally impressive, 
with suitable grunts during combat and 
even the odd bird tweet! if you're 
prepared to spend some time 
establishing exactly how to begin (there 
are moments when the correct action is 
far from obvious), you may find Crystals 
Of Arborea rich and rewarding. 


Julian Watsham 





REVIEW 


Laurence 
Scotford 
gets arty 
with 
Disney's 
animation 
software 
and 
discovers | 
that it's * 
not just i 
kids' stuff. 


ver since its European 
release in the mid- Eight- 
ies, the Amiga's potential 
for sophisticated audio-Visual pre- 
sentations has been realised to a 
greater extent with every passing 
year. The Amiga 2000 and 3000 
have become the darlings of the 
audio- visual industry, being used for 
everything from slide preparation to 
animation control. 

But it's not just a power thing, the 
low-end Amiga 500 has also has its 
fair share of art and music packages, 
one of the most popular being 
Electronic Arts' Deluxe Paint prog- 
ram This has become a firm 
favourite with professional graphics 
designers: not only do its wide range 
of powerful features make it ideal for 
producing background artwork, it 
also boasts a sophisticated anima- 
tion facility which is useful for 
creating and testing sprites. 

It however, you've been 
-interested in using your Amiga as an 
alternative to traditional pencil and 
paper animation a la Walt Disney or 
Warner Brothers, up until now there 
has been nothing you could turn to, 
short of upgrading to an Amiga 2000 
and investing in some prohibitively 
expensive hard and software. All 
that has changed with appearance 
of The Animation Studio from 
Disney, the first full-featured anima- 
tion package for the Amiga 500. 

ROUGHS AND 
STORYBOARD 

The key to successful animation is 
careful planning. Once an idea for a 
cartoon has been conceived, the 
next step is to produce a storyboard. 
The storyboard is a sequence of 
casual sketches, roughs, which 
show the key events in the animation 
you are planning. Ideally, anyone 
should be able to establish the plot of 
the cartoon just by looking at the 
storyboard. 
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PENCIL TESTS 

Having produced an outline for your 
animation t the next step is to 
produce a series of 'pencil tests'. 
These show rough outlines of all of 
the animated parts of a cartoon (that 
is, everything oar the static back- 
ground). The best approach to use is 
that used by professional animation 
studios 

Firstly, only the key points of the 
animation are drawn. These are 


usually extremes of movement. For 
instance, if you're animating a flying 
bird you will begin by drawing the 
three frames showing the wings 
completely lifted, completely low- 
ered, and half way between the two 
(figure 1). 

Next comes a process known as 
In-betweening', in which all of the 
intervening frames are drawn, in a 
professional animation studio, the 
chief animators will d raw only the key 
frames while apprentice artists 


Figure 1 : The 
extreme frames 

of the birds 
movement are 

drawn first- 




Figure 3: Th e 
Animation 
Studio's Onion 
Skin' technology 
allows you to 
reference the 
previous three 
frames while 
drawing the 
current one. 
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(would you believe, 
betweeners 1 ?) draw the remaining 
frames (figure 2). 

The pencil tests essentially work 
like most powerful Amiga art pack- 
ages. You can draw freehand, or 
create circles, ellipses, squares and 
rectangles, either filled or unfilled. 
You can draw straight lines and arcs 
easily, fill areas, add text In a variety 
of fonts, and create your own 
brushes. There's also a useful 
'magnify and zoom' mode for more 
detailed work, and it is a simple task 
to flip, rotate, and scale images. 

Where The Animation Studio 
beg i ns to differ though is in the u se of 
Onion Skins. Each frame of the 
animation is drawn on a eel' - in 
traditional animation this is a 
drawing on a piece of acetate. Once 
a eel has been completed, the next 
one is overlaid without obscuring the 
artwork beneath. In this way it's 
possible to draw the next frame wh i le 
using the previous one for reference. 
The Animation Studio reproduces 


this effect by showing the previous 
frame as a grey outline behind the 
current cei. The last three eels are 
shown in increasingly softer outlines 
(figure 3). 

Once a Cel sequence has been 
created you can lest it by simply 
selecting the 'camera 1 function. By 
default, animations run at 24 frames 
per second (this is the speed at 
which a normal film runs, although 
many animations are made to run at 
half this speed by shooting each 
frame twice), but you can alter the 
frame rate if you wish - a useful 
fad lity if you wish to test sequences . 

The next step is to test your 
animation thoroughly. You should 
watch it several times, keeping an 
eye out for any unnatural jumps in 
the action, or areas in which the 
movement could be made 
smoother. The Animation Studio 
makes it easy to alter individual eels 
or add, delete and swap them. 

Once you're happy with your 
rough ani mation, it 's ti me to get more 


Figure 6: The 
frisked is used 
Id mask certs in 
colours so that 
the animal Ions 
always appear 
in front of the 
background, as 
in picture A. 
Picture B shows 
the disastrous 
effects that 
results If the 
Fri&ket is 
incorrectly 
used. 



Spec: Runs on any 
Amiga, but a minimum 
of One Megabyte of 
RAM is recommended. 
Price: £99.99 
From: Entertainment 
International 
Call: (0266) 541126 




figure 4: The Exposure Sheet 
controls the liming of the animation 
and coordinates sound and images. 


Figure 5: Dithering is the process used to mix two 
colours to obtain a third. H can be seen here in the two 
circles. The dithered colour is in the overlapping 
portion. 



organised* and write up your 'expo- 
sure sheet" (not as offensive as it 
sounds). The exposure sheet is a 
detailed plan of action that shows 
how the eels are to be ordered and 
how the animation is timed and 
where sound is used (figure 4). The 
Animation Studio offers some very 
sophisticated functions for use in 
creating an exposure sheet, includ- 
ing a fast search facility and 
extensive cut and paste options. 
Sound effects and music are stored 
in the '.SMUS' format, which is 
compatible with most Amiga sound 
and music packages. 

So far our animation has only been 
a series of monochrome line draw- 
ings, but now we can bring it to life 
with the addition of colour. This is 
done with the ink and paint' 
program. The tooFs in this section 
al low you to touch up your pencil test 
artwork, and add colour and shad- 
ing Colour palettes of up to 32 hues 
can be set up from a range of 4,096 
colours, while artwork can be 
overscanned to fill the entire screen. 
In addition, extra colours can be 
created by using a process known as 
'dithering', in which two different 
colours are mixed to create a third 
(figure 5). 

One of the most important ele- 
ments of the in k and pa i nl prog ram is 
the frisket'. This device allows you 
to select masking coJours so that 
your animations appear correctly 
against the background. Without 
this, parts of the background will 
show through your animation incor- 
rectly (figures 6a and 6b show the 
use of background artwork with and 
without a correct friskit). 

The background artwork for ani- 
mations can be any '.IFF 1 file, so it 
can be created with most decent 
Amiga art packages such as DPaint 
iff, and then added to the foreg ro u nd 
art via the ink and paint program. 
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Special effects can be achieved 
by the use of 'colou r cycli rig 1 , One or 
more colours are defined as a 
seq u ence of hues which change at a 
predefined speed When used with 
care, this feature can generate 
waterfalls, lightning effects and 
other visual treats 

Having added your backgrounds 
and coloured your animations, it's 
time to test them for the final time 
before committing them to disk. The 
public domain utilities Hick and 
Flicker have been included to allow 
you to run your animations (with and 
without sound respectively], 

THE VERDICT 

Without doubt The Ani mation Studio 
is a very powerful tool that will be 
appreciated by both amateur anima- 
tors looking for an easy way to 
practice their art and professional 
animators dabbling in computer 
animation for the first time. 

However, the price is going to be 
prohibitive to many, especially 
taking into consideration the neces- 
sity of owning a decent paint 
prog ram to generate background art 
and a good music program to create 
scores and sound effects. 

This program is ideal for creating 
animations for demos and game 
intros. but if you're really serious, 
you'll probably want to have some 
sort of video set-up so that your 
masterpieces can be transferred to 
video tape when they are complete, 
The package has been thought- 
fully designed and is easy to use, 
especially if you take the time to work 
through the two manuals. There are 
some nice touches, such as the way 
all of the programs can be used 
together as a suite or loaded 
separately if you are running short of 
memory. Each program is also fairly 
foolproof, prompting you, for 
instance, at points when you would 
be advised to save your work. 

In addition to the sample anima- 
tions, backgrounds, and sound 
effects included on the program disk, 
The Animation Studio comes sup- 
plied with a Morgue disk containing 
classic Disney animations which 
demonstrate essential animation 
techniques and a demo disk with a 
Donald Duck scene created by a 
Disney animator. The Disney anima- 
tions can be loaded and mani pu lated 
but they have been fixed' to prevent 
the modified files from being saved 
or used in your own animations. 

If you don'l intend having aserious 
crack at computer animation, then 
The Ani mation Studio is probably too 
expensive to bother with. If, how- 
ever, you're looking for a solid 
introduction to animation with a view 
to producing your own cartoons, 
then it can't be too highly 
recommended 


THE ANIMATOR'S ART 

The animators at studios such as Disney and Warner Brothers use fried and trusted 
techniques which, with a little practice, can be easily applied by anyone with a smattering 
of artistic skill and creative flair. Here are the more basic ones as demonstrated by 
Disney's own characters 



Arc of Motion: By using very circular motions (as seen in Cinderella when the Fairy 
Godmother waves her wand) characters are made to flow and are given a lifelike quality. 
Straight lines should be avoided wherever possible in animations. 





Path of Action: The path which an animated character takes as it crosses a background 
can make the difference between a lively cartoon and a dull one. Try not to have 
characters walking across screen from left to right or vice versa (this only makes them look 
two dimensional). Instead, make use of depth by moving them into and out of the screen 
and using more convoluted paths. Disney's example, in which Goofy appears to zoom out 
of the screen, is a good one 



Squash and Stretch: Characters lose their rigidity if you accentuate the reactions of parts of the 
body to certain movements, Something as simple as a bouncing ball, can be given life just by 
compressing it as it bounces and stretching it as it reaches the top of its bounce. In Mice in 
Wonderland t Tweedledum and Tweedledee are grotesquely squashed and stretched as they 
move but as well as making them comic they also appear more real- 



Anticipation: This is one of the most important aspects of a good animation. If you lead 
characters directly into an action it is easily missed and consequently far less effective. 
This is solved by making characters anticipate a major action. Make them lean back before 
running, wind up a fist before hitting something, or compress before jumping into the air. 
The latter is suitably demonstrated by Disney's Donald Duck as he squashes himself 
towards the table before jumping. 
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for cheats, tips, 
pokes and secrets on 

all computer and 
console games, ring 
now on 

0898 1 0 1 234 

Messages updated weekly 
Live computer helpline: 

0898 338 933 

7 days a week 12 noon to midnight 

PRICES FOR BEST CHEATS, TIPS, ETC. 
Send to: PO Box 54, Southwest 

Manchester M1 5 4LY 
Proprietor; Jacqueline Wright. 

Please ask permission of the person who pays the bill, calls charged at 
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Try our Public Domain at LOW LOW prices 
Swop your originals in our SWOPSHOP 
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Following last month's look at 
post-war manouevring, Matthew Stibbe 
goes back in time a little to examine 
the strategic relevance of the Second 
World War. 

o begin at the beginning, World War II was an 
aggressive war waged on unwilling defenders. 
Despite Chamberlain's claim of 'peace in out Lime 1 
the Munich agreement of September 1938 failed completely 
to slate Hitler's appetite for conquest. 

Encouraged by the Nazi-Soviet non-aggression pact. Hitler 
invaded Poland on September 1st 1939, thus bringing 
Prance and England into the war, and then struck France 
through the low countries on May 10th 1940. 

Thus began the great conflict This brief overview will 
look at the evolution of strategy at the highest level on both 
sides of the war in Europe, 

The fact that the Germans took the initiative through 
aggression gave their armies an advantage. They capitalised 
on the surprise and momentum they could gain by waging 
an aggressive high speed war (or "Blitzkrieg') 

Using this strategy at its most effective, an outnumbered 
force could concentrate overwhelming forces at a given 
point, and thus out-manoeuvre and out-fight local 
opposition. The aim, however, was not to win the battle, but 
to transcend the battlefield by going for the jugular. 

Tn many ways the techniques of this warfare we new - 
armoured'columns, parachutists, close air support and so on 
- but the aim was not. It was the same method that the 
Germans had used in the Franco- Prussian war of 1 870 when 
they defeated the French army on the field of battle, and 
then raced to Paris to lay siege to it. The same would have 
happened - albeit on a grander scale - in World War I, 
but For the dogged resistance of their enemies. 

The British and French on the other hand had arguably 
learned the wrong lessons from the Great War, and had 
adopted an essentially defensive mentality. In 1938, this 
mentality served only" the make a strong crust through 
which the Germans could easily punch a hole. Holland was 
overrun in five days, Belgium in two weeks, and the 
Blitzkrieg was launched against France on May 16th 1940, a 
day after the Dutch capitulation. 

The German forces entered Paris unopposed on June 14 
and forced France to sign an armistice at Compiegne on 


THE 
ART OF 
STRATEGY 

PAKT III - STRATEGY 
AND TACTICS IN WWII 

June 22, 1940, having forced a British withdrawal from 
Dunkirk. This lightning war was the model for later German 
offensives in the Balkans, North Africa, and, on a much 
larger scale, in Russia, 

On the other side, the defensiveness and tin-modernity 
displayed in France was slowly transformed. In many ways 
the battle of El-Alameln symbolised a turning point. It was 
the first time that the British had defeated the Germans 
anywhere. Churchill said of it "Before El Alameln we never 
won a battle, and afterwards we never lost one." 

Montgomery was reinforced with men and US equipment, 
while most German transports heading for Benghazi in 
Libya were sunk by British ships and planes. In other words 
it was a fight on British terms. The Allies were wedged 
between the sea and the Quattara depression - the 
Germans could not outflank them. 

On the night of October 23rd 1942, Montgomery began a 
five-hour, thousand-gun artillery barrage. Then the British 
columns moved forward to cut a deep salient into the 
German lines. The Germans and Italians held out for two 
weeks and then began a righting retreat back to Libya. 

On November 8th 1942, US and British forces landed in 
strength in French Morocco and Algeria in an operation 
called Torch 1 , Timed to coincide with Montgomery's 
offensive, the operation placed them in a position to attack 
Rommel's Afrika Korps from the West. This was a 'pincer 1 
movement executed on a grand scale. 


STORM ACROSS EUROPE 

(SSI) 

I have a real problem with thisgame - it has me hooked! 
I'm supposed to be revising for my finals (and finishing 
this article) hut instead I've spent the last four hours 
playing this game. 

Storm Across Europe is a grand strategy simulation of 
World War II in Europe. Someone has to play the Germans, 
but the computer or other players can take the parts of 
Russia and the Allies. The game involves both directing 
production and fighting a war in the air, at sea, and on 
land. 

Essentially, this concentrates on land-hased combat, but 
it also includes elements such as strategic bombing, 
submarine warfare, V-2s, atomic bombs, and research. 

The military details are abstracted - that is, it's a game 
of armies and air forces, rather than brigades and 
squadrons. It loses nothing for this though - if anything it 
is more accessible because it is abstracted from the 
technical details of warmaking. 

However, there is perhaps a danger that it is also a little 


abstracted from the painful realities of warfare too. It s 
interesting to try to follow historical circumstances - for 
instance invading Russia, bombing England and so on. 

What's most surprising though, is that despite the array 
of opportunities that exist for varying the course of history, 
history itself seems the best guide for decisions. It's hard to 
decide whether this is due to the game designers 
constraining the variables to make it so, or whether I 
automatically adopt a historical approach, or again whether 
what actually happened was the most predictable and 
logical course of events. 

It uses a mouse-based interface (with the keyboard as a 
fallback), hut its origins in the pre-mouse world are evident, 
as the interface sometimes seems over complex and 
restrictive. 

On the plus side, it's still possible to get through a game 
in a few hours, although an early defeat is quite common, 

l hesitate to say this game is a must for all budding 
Hitlers, but it certainly is required playing for any 
p rot u -Church ills nut there. As for neo-Stalins, I would only 
point to the game variable called Stalin's sanity' and say no 


MAY 1991 


THE ONE 


STRATEGY 


UMS II 

(Rainbird) 

Tl his is the successor to the successful Universal 
Military Simulator, published way back in the dark 
ages when Rainbird was owned by MicroProse. Both 
games were developed by Ezra Sidran. 

The original UMS was a tactical battle simulator, which 
used a three-dimensional map to show the progress of 
battle. The second game's subtitle 'Nations at War 1 hints at 
its breadth. It aims to be a TOTAL military simulator. 

Using the Planet Editor (not included in the package, but 
word is that it will be available as an upgrade or at a 
nominal price to registered users) it's possible to simulate 

iiri > 1 illJct on any planet in almost infinite detail 

In practice, the three scenarios (or should I say worlds) 
provided with the game should occupy any player. They are: 
Overlord (D-Day 1944), Alexander the Great and the wars of 
Napoleon (by the way, there's also a Desert Storm scenario 
which is available direct from Intergalactie), 

Although the game includes elements such as taxation 
and production, most of the player's attention is devoted to 
military manoeuvres. These take place at one of five zoom 
levels from orbital to divisional. Units can be naval, 
amphibious, ground based, airborne and even orbital. 


Another good point is that the game is totally 
configurable: the author likens it to a military spreadsheet 
where every variable is accessible and open to user 
modification. 

On the face of it, this is a game for any serious 
wargamer, However, the enormous detail or representing 
the entire globe down to a scale of seven square kilometers 
has severely affected the game s performance. It uses a 
technique called virtual memory which involves a great. deal 
of disk activity. This is a nuisance, 

A second criticism must be of the user interface. 
Considering it is such a complicated game, the user 
interface is surprisingly good, hut some apparently simple 
things still seem to take a long time to do, or require 
arcane commands to achieve. Again this is not a major 
complaint, but it does mean that the game requires a 
considerable amount of time to leam thoroughly. It also 
requires a lot of patience. 

And one last, gripe. Frankly, the manual isn't, up to the 
standard of other games from the MicroProse stable, which 
doesn't help the learning process. 

Despite all of these criticisms. UMS II Ls an outstanding 
technical achievement. UMS III will probably require a Crav 
to run properly. 


The use of air power, and especially airborne troops was 
one of the important changes in the nature of warfare that 
took place in WWII. The allies used airborne treops in large 
numbers, for example in Normandy or in Operation Market 
Garden. 

The first use of parachutists on a large scale was, 
predictably, by the Germans. On May 20, 194 1, in a powerful 
display of offensive air tactics, 3*500 German paratroopers 
were dropped on the strategic island of Crete, Most were 
killed, but a second wave of 3,000 quickly captured key 
defenses and overwhelmed the remaining British troops. 

Hitler now had in his possession a strategic 
Mediterranean island for the dispatch of reinforcements and 


supplies to his desert troops in North Africa, w r hich were 
poised for an assault against Egypt and the Suez Canal 

This is too vast a subject to cover even in summary in 
such a short article. What I have tried to do is set the 
games [ have reviewed this month into a context, and to 
point out some of the salient strategic issues. Playing these 
games is better than a history lesson, because they show 
the Svny 1 as much as the Svhat' or 'when. 1 

There are some excellent histories of the war, amongst 
which Max Hastings' books rank very highly, but above all 
Churchill's war memoirs are invaluable and fascinating, 
• In the next article, I hope to cover the war at sea, in the 
pacific, and on the Russian Front 


DESERT RATS, VULCAN, 
ARNHEM and FRONTLINE 

(CCS) 

D| esertRats, Vulcan fmdArnhm are old simulations of 
the desert war in North Africa (El Alamein), the 
_ Tunisian campaigns (Kessarine Pass) and Operation 
Market (Jarden {the famous 'Bridge too Far') respectively. 

Vulcan and Arnhem are based on the same game system 
with additions for air power and paratroops as appropriate. 
All offer several scenarios ranging from Sfl-minute battle 
simulations, to three- or four-campaign games covering 
months or even years of real time, Within the limiting 
context of the gameplay system, each game conveys the 
essentia] nature of its subject very well. 

There are differences though, Arnhem brings a sense of 
urgency, as armoured units race to reinforce paratroops 
dropped behind enemy lines, while Vulcan simulates very 
well the problems J hut faced a fresh and well-equipped, but 
unseasoned, American army in their first encounter with 
the utterly professional Germans, There Is always a sense 
with Vulcan ihuL victors' is inevitable lor the allies - but at 
what cost. 

Desert Rats, on the other hand, is a game of supply and 
manoeuvre, with the Axis and Allied players like two snakes 
coiled up together along the coast road and struggling to 
see who suffocates first. 


In many ways the Vulcan campaign is the most 
interesting - mainly as a precursor to the European 
campaigns of 1944 and 1945, In any case all three games 
are interesting divisional level simulations that capture a 
historical moment well, without the sometimes awkward 
detail of SS] games. 

FrontJiw is a different game completely from the other 
CCS offerings. In the first place it is a squad level game - 
in other words ii deals with tactical decisions made at the 
lowest level of an organised army. Secondly, it s been 
written to use a mouse-based interface. Of all the wargames 
reviewed here, this has the best user interface. 

It provides a number of scenarios - from the D-Day 
glider landing at Pegasus Bridge, to the assault on Monte 
Cassino in Italy. It takes into account fire support, close 
combat, height, lines of sight and leadership among other 
things. 

In other words, this is a very accurate simulation. It 
manages a lot of the tedious work that stops many board 
games on the same subject being more enjoyable, but there 
is still a lot of detail to absorb. The nearest equivalent to it 
is possibly Sniper! on the Compuserve electronic network, 
where the 'enemy 1 is another player accessing the game by 
modem. 

I recommend this one, if only because it provides a 
welcome relief from the tide of division, corps and army 
level games that seem the norm in strategy gaming, 


GOLD 
FINGERS 

AS WE REPORTED 
LAST MONTH the 
demise of 
Mirrorsoft last 
year has left a 
cloud of 
confusion over 
which games are 
actually 
travelling over to 
Acclaim. While 
the deals are still 
being struck as 
we go to p rc ss, 
any publisher out 
for a real corker 
should look no 
further than 
Graftgold's next 
release. 
Originally due to 
appear on the 
ImagBworks- 
label. Fire and fee 
is yet another run 
and jump affair, 
After controlling 
the likes of an 
athletic 
hedgehog or New 
York plumber in 
previous games 
of this style, it 
comes as little 
surprise that your 
screen persona is 
a coyote this time 
around. The main 
character even 
comes with a 
customary cute 
appearance and 
attitude. Just 
take a gander at 
those big eyes 
and fluffy ears. 
The hoys from 
Braintree are no 
stratgers to 
creating smart 
software, Andrew 
Rraybrook F Steve 
Turner and their 
chums at 
Graftgold have 
been responsible 
for plenty of 
classics in the 
past such as 



Paradnttd and 
Rainbow tstitnds 
(and if you want 
to know more, 
turn to our 
profile on page 
23). Fire and Ice, 
we're pleased to 
announce, is 
looking just as 
hot. 



PIRATES 
ON PARADE 

WITH THE MOVIE JUST AROUND THE CORNER, 
Manchester's most prominent software publisher has started 
to show off its faithful adaptation of Hook. With only a 
fraction of Steven Spielberg's budget. Ocean still needs this 
game to be a hit. If you can believe the English accent of 
Dustin Hoffman, you'll probably appreciate this lighthearted 
attempt to capture the charm of Peter Pan. 



COMIC QUEST 


INFOGRAMES AND Walt 
Disney Software recently 
got together to bring the 
likes of Mickey Mouse 
and Donald Duck to your 
computer screen. Hare 
Raising Havoc is the first 
example of this promising 
co-venture. 
Taking the role of Roger 
Rabbit, you must look after 



Baby Herman while his 
Mum goes shopping. Of 
course, things are never easy 
in Toon Town. This crafty 
nipper quickly gives you the 
slip and poor Roger finds it 
very difficult to keep out of 
trouble in such apparently 
safe places as the kitchen and 
bathroom. Can the baby - 
and your bacon - be saved 
before Mum arrives back 
horned 

Hare Raising Havoc comes 
with a mass of gorgeous 
animated graphics to admire 
- which means that your 
machine will need at least 
one megabyte of RAM. 


Wne 

NEWS 


HERO IN 
A HALF 
SHELL 

FORGET THOSE PESKY 
Teenage Mutant Ninja 
Turtles, the day of the 
Ninja Ant has arrived! 

After completing 
Switchblade 2 for Gremlin 
last year, it seems the 
programmer wanted to do his 
own thing next time around: 
Zoo! is the product of his wild 
and totally unrestricted 
imagination. "He came up 
with this brilliant idea for a 
Ninja ant/ recounts Ian 
Richardson, "We've just let 
him get on with it and he's 
doing a brilliant job." 

No prizes for guessing that 
Zool is of the platform game 
persuasion. It's got five 
different levels, each of which 
will have about 90 screens. 

Richardson adds: 
"Graphically, Zool is 
absolutely superb. It looks like 
a Mega Drive or Super NES 
product. If you can remember. 
Switchblade 2 was the first 
game which looked and 
played like a console game on 
home computer format. Vd 
say Zool is a cross between 
Sonic the Hedgehog and 
RoboCod. We J re trying to get 
it ready for the early 
summer."' 
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]03a SI Johns Hill, 
( Jlapham, 
London SW11 1SY 

20Q yrds BR Cltipham ST. 


PHANTASTIC GAMES 

16 BIT SPECIALISTS 


Telephone: 
071-738 0617 
24 Hours 


Title Our Price 

A-lOTank Kilter ... £26,50 

A.D.S* £18.99 

Armour Geddon ^.£18,99 

Awesome £26.50 

Backtothe Future Ml £18.99 

Captive £18.99 

Chaos Strikes Back £18 .99 

Cruise for a Corpse _ £18.99 

Deuteros £18.99 

DickTracy , £18.99 

F-19Stealth Fighter £24.50 

Full Blast £18 99 

Gauntlets .£18.99 

GengtiisKlian £30.50 

GODS .,.£1399 

Golden Axe £18.99 

Hollywood Collection £22.50 

Indianapolis 500 £18.99 

Kick Oft 2(1 Meg) £18.99 

Killing Cloud .£18.99 

Lemmings -SPECIAL £16 99 

LotusTurbo Challenge £18 .99 


Title „„„ Our Price 

M1 Tank Platoon £22.50 

Mega Traveller! £22-50 

Midwinter2 £2250 

NAM £26.50 

Nightshift ^.£18.99 

Panza Kick Boxing £18.99 

PGA Golf £18.99 

Platinum Collection £18-99 

Power Pack , £18.99 

Pro Tennis Tour 2 £18.99 

Robocop2 £18.99 

Secretof Monkey Island £22.50 

Sega Master Mix £22.50 

Speedball 2 -SPECIAL £16.99 

St. Dragon £18.99 

SuperOffRoad £18.99 

Super Skweek £18 99 

Super Monaco G,P £18.99 

S.W.I.V £18.99 

Team Yankee £22.50 

TurricanZ r . £18.99 

WheelsofFire £18.99 


JOYSTICKS 


PRICE 


AM software/Hardware is subject to availability. 
Titles not available will be sent on clay nf rck-ase. 


Qtiidcshot3 Turbo £9 00 

QuickahoOlBM ....£11.70 

Competition PRO 5000 £13.50 

Competition PRO Combat .... £14,85 

SpeedkingStd , - £9 00 

Cruiser Black , . - - £9,00 

Quiekjoy Supertoard £16.15 

QgickjoyMegaboaTtl , - £22.50 


HARDWARE 


PRICE 


A500 - Screen Gems £380.00 

A5O0(1 Meg) E385.0O 

5in-l Mouse .£27.99 

Vfe Meg Exp +D. Master £45.00 

VfeMeg Exp. + Cinemaware(3) £55.00 

WE ALSO STOCK 8-BIT SOFTWARE 
ST, PC, NINENDO, SEGA, MEGA, 
& R.P.G'S 

071-738 0617 


Pleas? state formal when ordering. 
P least 1 n\U\\\ £1 P&P im soft ware £5 in H/\V 


3magmatton 



Freepost DC 574, Dnitcaster, South Yorkshire, DN5 8BR 

Send for our catalogue for all your role-playing. 

Games and computer software for the Atari ST, 

Amiga> C64, PC, Spectrum, Amstrad, 
Segamaster & Mega drive, PC Engine. Super 

Famicom, Game Boy, Game Gear and 
Nintendo and Console games and miniatures. 


0302 786135 (24 hour ans) 


J 


HORSE-RACING 



Only £9.99 


COMPUTE-A-RACE+ 


(As advertised m The Sporting Life) 

ir f<X WW a flutter en PIS h(J*9is. and own an Amifla. 
thtn Compute A Race PtU5 rs an essental pvufase written 
spflcficalrf K> predict ^inrsB-racinq restflS. CFT+ nat only 
bps hO'SW, awnmansfls r»t*S. *e*tis up Inrm mi 
evaluates adds; hul afco oileuar.es bets, notes horses worth 
tallowing and kctps i record at its own Forecast ng 
PflrtDfnrnnw. featLirwy on-sown instnuennrtt and 
us*r-lr*ftdly menus, CI i provides a rangrj of irtlormslion 
and advice. Latesl version includes updaleO ; lal tat 
Nabonal Hurl snahsbes Shorten your wMs at beating the 
bookies! Still the bBsl v*u« sio-und. Inr on* ES.99 (For • 


limded period only) lArniga antfi. 

CHEQUES/P0 PAYABLE TO HANDISOFT 
HANDIS0FT 37 Hearttll Lane, Spun End. COVENTRY CV5 6HF 


RIVERDENE PDL 

30a School Road, Tilehurst, Reading, Berkshire. RG3 5AN 
Tel ; (0734) 452416 Fax : (0734) 451239 


DEMOS 

AT33 SOUNDS OF KNOME 
BLUE HOUSE 
UP FROFJT 
AMAZE MUSIC 
DIGITAL CONCERT 6 
SPREADPOirJT 
100C64 TUNES 
SLEEPING BAG 
KEFRENS THE WALL' 
BUDBRAINS II 


AT452 
ATS24 
Al 5BH 
AT£14 
AT615 
AT664 
AT$fi6 
AT687 
AT696 
AFT 
AT20 
AT21S 
AT346 
HHCI 
ATS29 
AT630 
AT631 
AT697 
AT69S 
AT705 
AT729 


GAMES 

ATI 04 PACMAN S7 
PARANOID 
TTTRIX 
□RIP 
BIGNIX II 
AUTOBAHN 3001 
TRAIN SET 


C-UGHT 
NASA 

BUSY BEE (1 MEG) 
FRACTALS 
STEALTHY 3(1 MEG;. 
M-CAO 
FAST CARS 
ROBOCOP2 
TOTAL RECALL 
FUTURE VISIONS 
DBW RENDER 


AT 3/8 
AT512 
AT579 
AT605 
AT625 
AT626 
MUSIC 
AT 114 CMC 
AT2B5 
AT607 
ATS09 
AT^12 
ATS23 

ATeea 

AT7QQ 


SAMPLES 
BEATLES MUSIC 
WED va 

BAGPIPE MUSIC 
SOUNDTFIACKER V4 
STUDIO RIPPEHS 
IPECS DISCO 


BLANK 3.5" 
SONY DISKS 

10 DISKS £6.00 
5D DISKS £24.50 
1 00 DISKS £45.00 


LANGUAGES 

ATI 5 GB00Q ASSEM 

AT1 12 PCQ PASCAL 

AT3S5 C i 6GK SOURCE 

ATSC3 PrJ'C 

AT545 AMOS LISTINGS 1 

AT5S0 AMOS LISTINGS 2 

AT564 AMOS V1 21 UPDATE 
UTILITIES 

AW WORDWPlCHT 

AT300 QUICKBASE 

AT384 BANK N 

AT469 DOPE INTHO FMKER 

AT 534 SCCOPEX UTILITIES 

AT5TB SKUNKS UTILITIES 

AT61B RIM DATABASE 

AT619 VISICALC 

AT62Q D-COPY 

ATCE1 ESA UTILITIES 1 

AT622 U-EDIT 

AT535 QENELOQY (1 MEG) 

AT703 INVADERS RIPPER'S 

AT704 P-COPY III 


WE ALSO STOCK THE COMPLETE AMOS PD LIBRARY & LICENCEWARE DISKS 

CHOOSE ANY 3 DISKS FOR ONLY £5.5D 

ALL PRICES INCLUDE FIRST CLASS POSTAGE & PACKING 
FREE CATALOGUE ON DISK WITH ALL ORDERS 


FREE PD CATALOGUE ON DISK 

(please state Atari ST or Amiga) 
when you send a blank disk and SAE to RIVERDENE PDL 
ACCESS & VISA welcome 

m WHY NOT VISIT OUR SHOP? 
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REVIEW 


Imagine a world just beyond our own* A world where 
graphics, music and animation spring to life from the 
minds of programmers. A world that utilises the AMIGA to 
its limit* You are not imagining, you have just entered 



DOMAIN 



B 


ALU! OR VECTORBOBS as they're known* This month's in- thins is to 
have lots of shiny balls rotating around each other against a 
backdrop of stars. Last month it was fractals, the month before it was 
triangles and the month before that we had all those psychedelic blurs. 
How do all the programmers manage to come up with the same ideas at the 
same lime? 

Still, while the graphical artistes run around after each other, the 
musicians are still managing lo create original works* This month has seen a 
tidal wave of good sounds arriving on our doorstep - everything from 
moody Jarre-esque type tunes to a less musical but more entertaining 
collection of Vic Reeves samples* 

As well as the pick of the month, we want to encourage new talent lo 
emerge into the field of Demos PD, so as of next month we will be awarding 
the Amateur Demo of the Month honour to something creative (graphical, 
musical or whatever) from one of our readers. Let your creativity flow**. 


SOUND 

LADIES AND GENTLEMEN, would you get up 
from Chat embarrassing position and put your 
hands together for Britain's top light 
entertainer and seamstress... Vic Reeves. A 
disk chock-a-block with infamous samples 
such as, *you wouldn't let it lie. * and 
"What's on the end of your stick, Vic?" is the 
highlight of the month, but unfortunately can 
only be Heard through a music studio 
package Still worth it if you're a fan though. 
Otherwise rt's. not a bad month for music 
with some good tunes emerging from Voc^ | 
Attack, Captured, Accel's Musk Disk and 
music Dream 1 (a particularly nice tune 
called Swing The Pub in there) Best music of 
the month, though, goes to Blues House. As 
well as plenty of excellent tunes, a neat little 
Thrust game is used as a menu. 



NEMESIS COMIC 




IMAGINE A CROSS between Blade 
Runner and The Terminator. A 
merciless android walking around 
the streets, killing suspected criminate 
- whilst inside his head, a human 
lurks, agonising over every death 'yet 
poweriess to stop them. Nemesis is 
a unique idea and one that 
surprisingly hasn't been thought of 
before. A story on the computer has 
one advantage over normal comics: 
music. An atmospheric soundtrack 
makes this a nice mid- way point 
between comics on paper and 
cartoons on TV. Although only on 1 
Meg, Nemesis is worth snapping up 
night away. 
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MYTHOLOGICAL GODS HAD some of the 
most muscular figures ever known. Even the 
women had muscles in places that they 
didn't even know they had. For owners of 1 
Meg machines, Fraxxion Divine gives you the 
chance to examine (in beautiful detail) a host 
of these gods, accompanied by an 
atmospherically eerie soundtrack. Other 
graphical delights this month come in the form of 
Anarchy's System Violation and Kefrens' The Wall. The 
former contains a nice collection of Vectorbobs, 
starfields, filled 3D and an intelligent LemmingC!) while 
the latter offers a series of filled 3D objects/vehicles, 
and a nice-looking scroller. 


ANIMATIONS 


WHERE TO 
GET EM 

Nemesis - Come Oi 
A Disk (disk 1272>, 
Vic Reeves Samples, 
(ask 927),, Kefrens's 
The Wall (1 ESI }. 
Accd's Music Disk 
(926) and Fraxxion's 
Divine Vsions [1277 
A&B) are available 
from: 

Crazy Joe's 

1 45 Effingham Street 

Rotherhsm 

$65 1BL 

Squirrel Vs Wake? 
and More Classy 
Animations (disk 
DBQCOa'e available 
from 
N.B.S, 

1 3£ GLnville Road, 
Newport, 
Isle Of Wgfrt 
K>30 SLH 

Blues. House (disk 
94£ A&B), G^ured 
(desk 949) and 
System Violation 
(943) are available 
Rom 

A Bit On The Side 
B Thorold Place, 
Kirk Sarclall, 
Doncawer 

Music Dream 1 (dsk 
650) B liable 
from: 

Start Compute* 
Systems 

&srtnc*i House, 
Barriers fidd, 
Sunderland 
SRGOAA 



ONLY TWO THIS month, although both are pretty good* The first, 
from NBS (the people who brought you Seven Tiles), is the 
curiously named Squirrel Vs Walker and presents an AT-AT 
Walker (you know, from Star Wars) being chased by a female 
squirrel with a 
wrench. Very 
strange* The 
second (again 
from NBS) is a 
collect ion of 
shorts called More 
Classy Animations 
Chuck makes an 
appearance (for 
those that don't 
know, Chuck is a 
round-headed guy 
caught up in m 
number of 
different short 
but-sweet 
situations)* 
Torture Chamber is 
probably the best, 
but they're all of 
similar quality. 



VIRUS FREE PD 


Amiga 


Domain Software 


OVER 1400 PD DISKS AVAILABLE 
PD SOFTWARE HELPLINE 
THOUSANDS OF SATISFIED CUSTOMERS 
OVER 100 DISKS ADDED EVERY MONTH 
MOST ORDERS SENT WITHIN 24 HOURS 
IALL DISKS DISTRIBUTED VIRUS FREE 


BUY ANY 10 
PD DISKS 

AT £2 EACH 
AND PICK 
ANOTHER 
5 FREEH 


r 


1 


PD STARTER PACK 2 
ONLY £5.00 inc P&P 


WET BEAVER 
TENNIS RSI DEMO 
MAKER MVK 2.1 
5 COOL DEMOS 
VOGUE MUSIC COMP 


15 PD DISKS = £20.00 inc 5 FREE 
PNLY £1.00 FOR EACH SUCCESSIVE 
DISK. EG: 

16 PD DISKS = £21.00 

17 PD PJSKS = £22.00 
20 PD DJSKS = £25.00 

CALL FOR DETAILS OF DISCOUNTS ON BULK 
ORDERS 


OVER 1400 PD DISKS CATALOGUED 


Official 
AMOS PD 
Disks 

Now Available 


AMOS 
Lice nee ware 
£3.50 a disks 


AMAZING 
TUNES 2 

20 FANTASTIC 

TUNES 
3 DISKS. 1 MEG 


BLANK DISKS 

Branded 3.5" Disks 
Only 35p each. 
With any other purchase 


OVER 18 f s ONLY 

Send for interesting 
and varied 
catalogue 


GAMES 

S43 METAGALACTlC L LAMAS 

1064 LETT FtlX (GREAT) 

1020 MASTER OF TOWN 

1 204 WET BEAVER TENNIS 

649 TRE HOLY GRAIL 

85Q BREAKOUT CON KIT 

830 QUIZ MASTER 

670 MONOPOLY 

595 CAVE RUNNER 

1209 WACKO IN WONDERLAND 

832 AGAT RON GAMES 

631 BLIZZARD 

530 FACMAN 

525 TENNIS 1 MEG 

PARAORIOD 
1 207 FRANTIC FREDDY 
505 DRIP 
255 FLASCHBIER 
856 XENON 3 ETC 
117 MORI A RFC 
154 TRACK RECORD 1 MEG 
534 GAMES DISK 1 
11 79 CHESS ETC 
1184 MASTER MIND ETC 


UTILITIES 

659 ESSENTIAL UTILS 1 
1 306 M AND L E BROT MAKER 
1208 DATABASE WIZARD 
10?9ESSt ; NTIAL UTILS 2 
1099PRO TRACKER 1.1a 
1202RSI DEMO MAKER 
1146 ICON MAGIC 
1151 C - LIGHT 
1 1 56 DRIVER GfcNFRATOR 
1368SPECCY EMULATOR 
1310MVK21 


MUSIC 

1181 TRUE ENERGY 
132DSLABYS MUSIC 

1317-iy 

t 306 VOGUE MUSIC COMP 
T 303 IMAGINATION 
1322FLASHING BYTES 
13190RIGINAL RIPS 3 
1 323 MATRIX MUSIC 3 
1324 BLOOD SUCKERS 
1327 TRIUMPH MUSIC H 


1333AMIGADEUS 
1334THE BEATLES HITS 
133BTURN UP THE BASS 
1347CLASSIX2 
1353THE BEST OF RAF 
1348 HOT WIRED 
1217EQUAMANIA2 


DEMOS 

1365PORKY PIG AINM 
1339 COPPER DEMO ? 
1313SYS VIOLATION 

1 307 MAJOR DELIGHT 

1308 EVOLUTION 76 
13D5PHENQMINA 
13MFART & BELCH 
1297 CLOTHS PEG 

1 1 73 PANIC 
1180 DISASTER 
1187 MOVIE DEMO 
11 72 ENFORCEMENTS 

iias thunder child 


FOR JUST E1 J» YOU CAN RECEIVE OUR HIGHLY PRAISED CATALOGUE DISK 
GIVING DETAILS Of OVER 1000 PUBLIC DOMAIN DISKS, OR ORDER 3 OR 
MORE OF THE ABOVE AND RECEIVE IT FREE OF CHARGE 


EXCLUSIVE WARE 
CROSSED SYSTEM 

MEGA FAST SHOOT EM UP 
SILKY SMOOTH 
SCROLLING 
DIGITIZED SFX * SPEECH 
MULTIPLE WEAPONS AND 
MORE. 
EXCLUSIVE JO US 
ONLY £3-99 inc P&P 

CHOSSED SYSTEM IS NOT PO 


DO THE BART MAN 

A 3 DISK VERSION OF THE 
NO 1 HIT SINGLE 
ONLYeS.OOincPSP 


MASTER VIRUS 
KILLER 21 

Can now detect 1 24 
Viruses/Bootblocks 


RED SECTOR DEMO 
MAKER 

Available Now 


NOW AVAILABLE CLIP - ART VOLUME 2. 3 DISKS, ONLY £3.00 inc 


Catalogue Disk Available at £1 .00 sent FREE with all orders 

Send cheque, or Postal order to: 

VIRUS FREE RD (Dept) 23 Elborough Rd, Moredon, Swindon, Wilts, SN2 2LS, ENGLAND. 
Tel: 0793 512321 Fax: 0793 512075 


ALL PRICES INCLUDE P&P IN UK. MINIMUM ORDER OF 3 DISKS, OVER SEAS ORDERS WELCOME BUT PLEASE 
SEND EURO CHEQUE OR BANKERS DRAFT WITH ORDER. PLEASE ADD £3.00 TOWARDS P&P. 
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ARCADES 


THE ONI 


John Cook 
may not 
have two 
coins to rub 
together, 
but he still 
somehow 
manages to 
be the first 
down to his 
local arcade 
to witness 
the arrival 
of the latest 
coin-ops. 


R360 


SEGA 




HE\RD OF THE R}<*>? Then, baby, you haven't lived, because 
forget about Virtual Reality, what the Rj6o delivers is the 
greatest sensory overload you arc ever likely to get without 
taking your trousers off, 

Developed by those terribly clever Japanese people {Sega} this 
is a unit that will turn your whole idea of what a coin op is 
upside down. Literally! 

You sit yourself in the unit and you realise immediately that this Is something different. For a start the thing looks like 
that brain-washing jobhie thai Joe 90 used to use. Anything could happen in the next half hour, eh? Very Sixties. In fact, 
before you step into the globe, you know that something dramatic is going to happen, hecause of the major product 
liability notice prominently placed at the entrance to the thing. Very Nineties. 

No-one under 1.30m tall. Dwarves barred. No heart conditions. No intoxicated persons No pregnant women. No-one 
with high or low blood pressure. No-one who has been advised against strenuous activity and finally, no-one who has 
any mental or physical problems That's The Ones staff out for a start. Still 1 lied about my height and slipped through. 

Once inside the unit, a U-shaped yoke comes down over your chest, to which you attach a couple of side belts, then 
tighten the whole thing up with a handbrake lever placed by your right hand Claustrophobic? Moi? 

Now the action starts, and it s the familiar G-iot /shoot down those planes scenario. First you have the gentle take off, 
and you begin composing the Setter to get your money back. But suddenly. haaaayyyyy!ll! 

You know the way that in G-Lnc you get that queasy sensation of movement? Well, this is all fine 
if you have two feet on the ground, but after you've gone around for the third time in the R360, 
you know why fighter pilots don't have a large breakfast before they take off. 

Positive G. Negative G, upside down, 90 degrees to the floor r a session in the R360 leaves you 
feeling like a sock in an empty tumble drier, hut what an experience!!! Presently, the only Rj6o 1 
know of in the country is at Funland, Luna Park, in the Trocadero Complex, in Piccadilly Circus. 
London, which itself is probably the best arcade in the country with no fruit machines or one- 
armed bandits, just row upon row of the latest vids, plus bumper cars and a few novelty rides.Not 
only can you ride the R3&0 there (At £3 a throw, alas, but there again, It does cost over £70,000 to 
buy!) but play four player Super Monaco and Big Run. something the average arcade just can t 
compete with. Well worth a visit if you're in the Capita!. 


PHOTOSTAR 


TAKING PASSPORT PHOTOS will never be the same again, 
after this new innovation in photobooth technology. The 
Photostar, Video Matting technology can not only put you 
next to a famous celeb (I'm looking for 
John Major's brain in this snap) but 
also do sensible stuff like 
preview an ordinary snap 
before you have it printed. 

Nice dry colour prints 
produced in a guaranteed 
number of seconds, which 
count down before your very 
eyes. All this and Kyhe tool Check it 
out and shock your Mum! 




GROWL 


Taito 

ANOTHER FOUR-PLAYER BEAT EM UP 
that has become a bit topical because 
many of the hordes of enemies have 
tea towels wrapped around their 
heads. Other than that, there's 
precious little to recommend it. If 
you must play a beat em up. play 
Final Fitflt 11 
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BLOOD BROTHERS 

Fabtek 

THERE'S ONE THING YOU HAVE TO SAY about Fabtek: at least they are one up on the majority 

of the colrt-Op industry. After 



ft A i A J / 


the success of Cabal, most 
companies would probably 
have put their collective brain 
cell together and come up 
with the radical marketing 
ploy Of Cabai If ! 

Not so here. What Fabtek 
have done is taken the initial 
concept of Cabal - with your 
sprite running along the 
bottom of the screen and 
shooting into the scene with a 
gunsight guided by a trakball - 
and thrown it back a century 
or so to the Wild r Wild West. 

New sprites., new sound 
effects, same gameplay, 
Sounds like something of a 
recipe Tor boredom, but the 
fact that the payability of the 
original has been retained, 
maybe even enhanced, has 
ensured that this is. going to be 
one of the favourite PCB 
games this summer. 




GOLFING GREATS 

Konami 

KONAMI IS NOT, CURRENTLY, ON A ROLL, creatively speaking Although it's been coining it In with 
their Ninja Turtles gcntie. little else of much merit has come out of the factory, despite some in eat 
hardware that can manipulate sprites fairly efficiently. 

Unexpectedly, however, we have Golfing Grears, the best PCB golf game to hit an already 
crowded market. For once, the on board hardware is used well, unlike in Overdrive, to provide 
smooth 20oms and sweeps, and the gameplay Itself, although nothing radical, has that certain 
elusive something that makes you want to go back for more. 

If you're into 50] frames, then Golfing Greats is well worth seeking out. 


MM Li UP 


Boreach 


Sega 

IT'S ARCADE PUZZLE TIME AGAIN, in 
the great search for the follow-up to 
TetrisA Well, Boreach isn't it. but may 
well form a mild diversion in between 
the regular bouts of alien genocide. 

An isometrically viewed screen oF 
tiles scrolls at a constant diagonal 
down the screen at an equally 
constant speed (anyone remember 
Zaxxon ?), with a little red ball rolling 
down the hill, You have to keep the 
ball on the play fie Id and guide it into 
the target tile (but away from the 
assorted mines, holes and nasty bits) 
using only a preset selection of 
deflectors that you place on the 
screen, using the joystick. 

No adrenaline surges here, but It's 
worth a few goes if you fancy a change 
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GEMINI SHAREWARE 

THE BIGGEST SHAREWARE CO IN USA 

NOW IIM Ul 



AAUG 101 
AMG 106: 
AMG 110: 
AMQ-114: 
AMG 115; 
AMG 110: 
more. 
AMQ-m. 
AMG 129: 

sounds. 
AMG-137' 
required). 
AMG- 142: 

AMG 144: 
AMG -145: 
AMG 147: 
AMG 148: 
AMG -151: 
as well. 
AMG-168: 
AMG-173: 
AMG 176 
rated. 


WHEEL OF FORTUNE - Clone of the classic TV show. Excellent!! 
SPACE GAMES - Cosmcroids, Gravity Wars & mo-re. 
DOS HELPER - Designed to help you with Amig DOS commands 
BLACKJACK + BANDIT {Slot machine) 
BULLRUN - American civil war simulation. 
DOMINOES - Popular game with good graphics + Tic Tac Too & 

GAMES 3 - Vegas slot machine, Peg board, Reversi & more. 
BUSINESS 1 - Mail Manager, Label Prints Address Book & 

AMOEBA INVADERS - Clone of the classic featuring digitised 

SINKING ISLAND 2 - Text/Graphics adventure 2 disks + 2 drives 

MCAD - Full featured CAD programme (1Mb). 
BACKGAMMON - A great game with good graphics. 
SOLITAIRE - Complete with graphics 8t sound. 
TILES - Match the tiles + Kings Korne-r & more, 
CR IBB AGE - Take or the computer II. 
BUSINESS 2 - A VC spreadsheet clone. 
: POTPOURRI 10 - A 'Mercenary simulation game + 7ron J game 

MICHAEL JACKSON - Digitised audio Si visual the mega$*ar. 
DELIRIOUS 1 - More from Eddie. X rated (2 disks}. 
HORROR DEMO - Exploding heads & dismembered arms. J X' 

This is just a small list from our catalogue. 
Phone us for a free copy. 

Prices: £2.00 per disk 1-9 All prices subject to VA1 
£1,75 par disk 10-19 PC & Macintosh 
£1.50 per disk 20-29 catalogues also available 


AMG 182: TOILET PAPER AD - A Brilliantly Funny demo unfortunately 'X' 
rated. 

AMG -206: TETRIX - Based on the classic Russian game Tetns r . 
AMG 215: CASINO GAMES - Video Poker, Stud Poker & more. Excellent! ! ! 
AMG-219: PLAY & LEARN - Educational games Si 3 fun games. 
AMG-224: BACH LOVERS DISK - Contains classical music which plavs lor 
30 mir s N 

AMG -230: EASY BANKER - Excellent financial program to keep track of 
your bank account. 

AMG-24D: Allows you to design sequential movies & animations. 

AMG 242: JACK FROST - An electronic comic book with digitised mono 

graphics based on the comic strip J Jack Frost'. Excellent 

AMG 349 ANTEP - Excellent 'Ultima' role playing game - Slot Cars St 

more. 

AMG-351 : METRO - Become a city planner like in 'Sim Dty\ 
AMG-501: BUDBRAIN - One of the best demos of the year! J X' rated {2 
disks}., 

AMG-503: TOTAL RECALL DEMO - Digitised audio & visuals from the film. 
AMG-515: SCANNERS - Definitely not for the squeamish. X rated. 1 Mb 
recommended (2 disks I- 

AMG-516; G0REZONE HORROR SLIDES HOW - Stomach churning stuff M 'X J 
rated. 

AMG^ZQ: LAURL Si HARDY - Animations of the famous duo jlMb + 2 
disks). 

AMG-5Z2: HOLSTON PUS DEMO - 'High Noon Version 4 . Digitised from the 
ad. 


GEMINI 
10 WARWICK AVENUE 
SLOUGH SL2 1 DX 
TELEPHONE: 0753 28183 


DISK CATALOGUE 

ONLY 75P 
REFUNDABLE ON 
FIRST ORDER 



P D 

BRfTAINS BEST VALUE AMIGA M> 
THE REBELS TOP 100 "THE BEST OF 


(ONE) 

LIBRARY 
THE REST 11 


OVER 1600 
PD TITLES ALL 
IN OUR NEW 
CATALOGUE 


GAMES 

R1 Star Trek * (Strategic) 

R2 Star Trek * (3) 2 Drives 

R3 Star Trek {2} New version 

R4 Star Trek (2) V good 

RS Flash Bier jbokSsr dash done) 

R6 Return to Earth (Sci-Fi) 

R7 Pakmari &7 

RB Breakout Construction Set 

R9 Pseudo Cop {shool em up) 

H10 Ho*y Grail * (text advent ure) 

R1 1 Golden Fleece (tent adventure) 

R12 Hack The Classic D+D Game 

R13 Bkmix * (supef shoot em up) 

R14 Fish Games (5) (the best from Fred Fish) 

Ri5 Battle Force (strategy game) 

R16 Bull Run {civil war) 

R17 Moria (D+D game) 

R18 Tennis * 

R1 9 Games Pack i . Arcade games 
R20 Games Pack 2. Arcade games 

UTILITIES 

R21 Wort! Wright (She PD W/Processff) 
R22 Clerk 

R23 Vtskjeie (spreadsheet) 
R24 R.l.M. * {great database) 
R25 S-I.D. 

R26 Ftexibase (simple database) 

R2B Bankn (finance package) 

R29 Jazz Bench 

R30 Quick Base 

R21 Ultimate Virus Killer 

R32 Ultimate Utilities 1 

R33 Credit (.text editor) 

R34 Icon Magic 

R35 Cli Tutonal 

R36 virus x 

R37 Amiga Fox 

R38 Trooper Fonts (D, Paint etc) (3) 
R39 C Manual {3) 
R4Q Uthity Disk Set (101 


(2) =2 Disks etc 


*=1 Meg 

MUSIC 

R41 MED 

R42 Soundtracker Inst Set (10) 
R43 Soundlracker 
R44 WtHsetrackef 

R45 Sonix Instruments + Music (.10) 

R46 Bart Simpson (3) 

R47 Amazing Tunes 2 (3) * Brilliant 

R4S D Mob 4 (brilliant) 

R49 Star Tracker 

R50 Crusaders Bacteria 

R51 Rebels Megablasi 

R52 Crionks Weverwhere 

R53 Sound of Silents 

R54 Games Music Creator 

R55 Pet Shop Boys 

R&6 C Bit 90 Brilliant * 

R&7 SOB Slate Remix 

DEMOS 

R5S Budbrain 1 •(£) Over 18 s 
RS9 Budbrain 2 

R60 The Run (Amazing animation} 

R61 1Q0 C$4 Tunes 

RG£ Mental Hangover 

R63 Frejclon, Horror (sick!) 

R64 Kylie Demo (2) 

RG5 Blues Brothers (2) 

R66 RAF Mega Demo (2) 

R67 Elvira Dsrno * 

RSfi Predators Mega Demo (2) 

R69 Puggs in Space * 

R70 New Tec Demo * (2) 

R71 Viz Slide Show 

R72 Walker Demo 1 * 

L73 Walker Demo 2 * 

R74 Cool Enough * 

H75 Madonna Slide Show (3) 

R76 Crusaders Genesis * 

R77 Night Breed Slide Show 

R7B USA vs Iraq Demo 

R79 Total Recall Slide Show . 

R80 Real Things (birds & Horses) (2) 


GOODIES 

RSI Dope intromaker 
R82 The Probe Demo * 
R83 Fractal Flight * 
R84 Video Applications (2) 
R65 Demohshor Utilities (2) 
RS6 Cli part Set (5) 
RS7 Boot Champion 
R8& Boot Writer 

RB9 Education Set 1 Age 6+ (2) 

R9Q Education Set 2 Age 13+ (5) 

R9t SI Emulator (It works) 

R92 Messy Dos 

R93 Red Devil Cruncher 

R94 Baderia Demo 

R95 Vision Mega Demo 

RS6 Red Devil 'Utilities 

R97 N Comm (modem software) 

R98 Power Packer 2.3B 

R^ C Compiler 

RlOOXCopy 


THE BEST DEALS AROUND 

Deal 1 , 1-9 Disks = £1 .75 each 

Deal 2, 10+ Disks - £1.25 each 

Deal 3, 2D+ Disks = Z -9& each 

Deal 4, Guy 10 PD Disks and get a tree 10 capacity box 

Deal 5, No minimum order charge 

Deal 6, No post +■ packaging 

Deal 7, No VAT to add 

Deal 8, Order belore 3 o'clock and we despatch same day 

Deal 9, Order 3 disks and get a free catalogue 

Deal 10, Come to the shop and get another 25p off all 

prices. 



SEND CHEQUES P/O TO 
PD REBELS 
52B LONG ST 
DEVIZES, WILTS 


0360 
727419 
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BUDGET 


CARRIER COMMAND 


Mirror Image 
f9.99 


E 


VERT SO OFTEN a game comes along that's so technically 
accomplished that the world stops to look on in awe, The 
trouble is that all too frequently, this awe fades when the 


technology moves on and the once -acclaimed game is left 
looking a little sad and dated. 

However, due to the depth of its game pi ay (no pun intended) 
Carrier Command is one game which has avoided this fate. 

Revolving around two 'super-carriers' (each containing a 
squadron of planes and amphibious tanks), this blend of 
strategy and action is a long-term battle for control of a string 
of resource-rich islands (see our 'classic game guide' later in this 
issue for more details). 

If there is a problem with this program, it lies In the time it 
takes for the carrier to sail from one island to another - the fact that a single journey can take anything up to 
nair an hour to com p I ete cou Id be enough to dete r the trigg er-ha ppy thri 11 seeker 
However dedicated players will be rewarded with a long-term stretch of rivetting - and ultimately rewardina 
:tion. Definitely one for those with a long attention span 
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The Hit Squad 
£7.93 

WHAT COULD BE MORE FUN than watching two pyjama-clad men pound each others' bones to 
dust? Watching three pyjama-clad men beat each other up of course! 
Archer Maclean's superlative martial arts game is still highly regarded as one of the best of the 
Karate/Kung Fu/Judo/Ninjrtsu... erm r beat 'em ups - the main reason for this being its three-player option 
tven though one of the participants is always computer-controlled, it's still great fun for the other two to 
gang upon him if they so choose 

Despite its advancing years, the graphics are still fresh and the music is excellent - especially durinq the 
novel pause mode, 
The range of moves 
available is only 
surpassed by 
Budokan and the 
bonus levels are 
imaginative and 
great fun. 

tK+ (as us trendies 
call it) is an excellent 
purchase, well worth 
getting to involve 
your mates fn some 
seriously violent fun. 



Paul 

Presley 

delves 

into the 

pile of 

recent 

budget 

releases 

and 

finds 

some 

classic 

shoot 

'em up 

action 

and 

more. 


STAR 

QUALITY 

Excellent 

Deserves to 
be part of 
anyone's 
collection 

Good 

Probably 
worth 

buying if you 
don't already 

own it 

Average 

Worth 
acquiring if 
it looks like 
your cup of 
tea 


Poor 

Oh dear, 
this isn't 
really up to 
scratch 


Dire 

Nobody's 
that 

desperate 
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NORTH AND 
SOUTH 


Action 16 

£7.99 

THERE ARENT MANY computer games that are 
truly funny, but Worth And South is one - at 
least at first that is. Being based on a series of 
French comic books, the game uses cartoon -style 
graph ties to good effect, combining them with wacky 
sound effects and music The trouble is though, that 
when you've seen a joke once, the humour wears off 
and there's little incentive to go back. 

Set during the US 
Civil War, this is a 
simple strategic 
challenge with arcade 
interludes thrown in 
for good measure. 
You either control 
the forces of the 
Yankees or the 
Confederates 
(respective y 
representing the 
North and South - 
hence the name), with the simple aim of taking all of 
your opponent's land. 

Bullion trains. Red Indians, Mexicans and bad 
weather are random factors which affect your 
progress while the arcade sequences come in to play 
when you allempt to rob a train, take over a fort or 
get involved in a battle. 

It doesn't take much to figure out how to beat the 
computer in each fight and subsequently, to win the 
game. A greater challenge comes from a human 
opponent, but even this doesn't last too long. Even at 
this price, North And South will only appeal to the 
die-hard fan of French humour - does such a thing, 
exist? 



TIGER ROAD 

Kilt* 
£7.99 

OTHERWISE KNOWN AS 'one man and his 
axe r , Capcom's hack 'n* slash scroller first 
saw the light of day in 1 987, to be greeted 
by a barrage of critical disinterest. 

Sadly, things haven't improved with age, The 'man 
with weapon beating up wave after wave of bad 
guys' idea has been done to death by now - and 
Tiger fload wasn't a good example of the genre in 
the first place. 

There are a couple of nice points though, notably 
in the audio department. The Oriental music is 
nicely rendered (although it's nothing special by 
today's standards) and the sound effects are rather 

good, except that 
they don't quire 
fit the action. 

Never a classic, 
Tiger Road now 
can't hold its own 
amongst the likes 
of Turrican and 
Goofs, even at this 
price. 



3-D POOL 


Mirror Image 
19.99 


T'S HAD SEVERAL NAMES and has 
appeared on virtually every format 
under the sun, so it's about time JO 
too/ made an appearance on the 
'retrospective' scene. 

Also known as Maltese Joe's 3D 
Pooi and Sharkey's 3D Fool this 
is probably the most involved 
simulation yet of the noble art 
of ball potting, with the title's 
'3D' referring to the player's 
view of the fully-rotatable 
table. 

Four different types of pool 
are offered [including the one 
where you have to say 'four ball in 
the corner pocket' or the like, before 
ch shot). The rules however tend to 
take the American format so don't expect 
an extra shot after a foul stroke and watch out for the weird 'behind 
the line' rule. 

As it goes, everything works smoothly except for the disrupting fact 
that most of the time you can't see the whole table. Otherwise 3D Pool 
is excellent value if you fancy joining the cue. 




Action 16 
£7.99 

WEIRD DOESN'T EVEN begin to describe this French adventure- 
cum-puzzler. The plot is far too strange to even begin 
describing, but don't let it put you off because the game it 
hides is quite a pleasing little jaunt into the realms of fantasy. 

You play the part of a psychic warrior, hell-bent on rescuing your 
beloved from the grip of a jumped-up alien invader, who claims that he 
has first rights to ruling the universe or some such nonsense. 

Your quest comes in two parts, the first a series of puzzles, the second a 
more standard exploration/adventure. Both are icon driven, but with one 
of the strangest icon menus ever. A representation of your brain is called 
up with all your thoughts on how to deal with the current situation 
highlighted. Pick a thought and carry it out, how's that for weird? 

Kuit is really a 'love it or hate it' game - and I love it! There are a lot of 
really nice 
touches 
throughout, 
coupled with 
truly stylish 
graphics and 
sound effects. 
Mostly 
though, the 
whole thing 
generates 
more 

atmosphere 
than a Gazza 
romp at White 
Hart Lane. 

Dare to be 
different. 
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FREE PI)? 
RING FOR FREE INFO PACK! 
WHAT HAVE VOL (iOT TO EOSE! 


FREEPHONE 


0800 252 623 

Or (051-924 0200) 
(24 HOURS) 


Or Post Free To: 
UNBEATABLE PRICES, 

FREE POST, LIVERPOOL, E23 0XH 


SONY 3.5" DISKS SONY 

PD p D 
Service "The Best Disks-Trie Be&t Service-The Best Prices service 


dSKS. use Our Cradlteard Hotline!!! 

10 3.5" DS/DD E5.9Q ACCESS - 0743 726485 - VISA 

a 15- DS/DD £11.50 We Only Use Sony Disks, 

30 35" DS/DD CiB.so lifetime Guarantee. Same Day 

40 a.f ■ DS/DD cat .so Despatch When Ordered Belore 

50 3.5- DSDD £26.50 Noori - Prtces lnc Val * Pelage. 

ioo3.S"DSvdo £49 oo MemP D Library 

am 3.5- d$/dd Efls.oo Every Disk OtcJer includes 

500 3 5' DS/DD fiSiaoQ Latest Catalogue Disk 

MORE CAUL (£12.50 P« 1 3 lnc 1 at Class Potf) 
Cheques Or P.O, 1 * Tor 


0.5Mb Mem 

0,5Mb WWi Clock, 
Cumarrf Drive 
CBM A590 2 Q Mb 
Prtfipe SS33 Mk 2 
CBM 1064S 
Disk Baaa 
Onljr Whh Disks 
40 Cap Bcm 
00 Cap Bo* 


£39.99 
£34.99 
£64.30 
E279.99 
£250.90 
£?50.99 


£3.90 
£5.90 


HARDWARE DISTRIBUTION 

Dept fTOAM), 28 Furnival Gate, Sheffield, S1 4QP 
Telephone Orders Welcome On 0742 726485 



IF AN 

Advert is in 
print, is it proper? 

Most advertisements are perfectly proper. 
A few are not. 

The Advertising Standards Authority not only 
monitors over 850 advertisements every month, it ensures 
compliance with the rules in the strict Code of Advertising 
Practice. 

So when you question an advertiser they have to 
answer to us. 

To And out more about the role of llie 
ASA. please write to the address below. 

Advertising Standards Authority, 
Detriment X, Brook House, Torringtitn 
Place, London WC1I-; 7IIIN. 



ASA 


Thl« npjrf ih donaLrd In ihr iHLrrrtUftof Jilflh m un rib rri h in mtft Ur^ia^m*. 


To advertise in this 
section call 
Ian Knibbs on 

071-251 6222 


ALIENS 


Can You Kill 
The ALIENS 
For 

CASH PRIZES 


0898 313 573 



AMIGA 


BANDITS 

AMIGOS WITH AMIGA'S 


AMIGA BANDITS PDL (DEPT THO A) 
GROUND FLOOR, 
28 LEMSFORD ROAD, 
ST ALBANS 
HERTS AL1 3PB 


YOU WANTED IT SO WE GAVE IT! 
YES THATS RIGHT ALL DISKS ARE 
NOW ONLY S5P INC. P&P 


FREE 
POSTAGE 
FIRST 
CLASS 



UOD1 
UO04 
U101 
UOG1 
UD65 
GDOI 
QOI 7 
GO 21 
G022 
<3023 
O 

A002 

AOOS 

A012 

AD75 

A2S4 

A260 

A201 

A2G2 

A 

M025 
XDIO 


Amibase V3.76 / Excellaru database 

Workbench plus / Workbench replacement 

Visicaic / powerful spreads heet 

Master Virus Killer / Kills 105 viruses 

M-CAD / Computer Aided Design utility 

All new Star Trek game / 2 disks 51 2k or 1 meg 

Star Trek game / 3 disks 1 meg 2 drives 

Pa cm an 67 / Pacnian gamo 

Gogrdgames compilation / Classics - Cluedo etc 
Return to Earth / Space trading game 
Amoeba Invaders / Space invader game 
Walker demo II / l moy 

Star Trek fleet manouvers / (Animation) T. Richter 
Puggs in space / Cute alien visits Earth I 
Probe sequence / ( Animation) Boon on TV ! 
Budbrain II / Superb gfx & music 

Lost Ark demo / (Animation) Indy shoots swordsman 
Fraxion horror demo / Qory over 1 8 demo 
Robocop li demo / Superb slideshow demo 
Total Recall demo/Nice- from Timecode 
Digital concert It / 12+ mins of House 
Sabrina - Boys, boys, boys / over 18 I 


512K MEMORY UPGRADE ONLY 


28.99 


POST 
FREE 


FEATURES; 


Top<*iality PGR Latasl low powtfT consumpJK>n 
D-Rams Enable/Disable switch Easy lining Clock avail- 
able (Add £4.50) Price includes poslac* and packing. 
Cheques ftd/jiblg : ABPD 
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It's that lime of month when our crackpot 
review team gather together and come up 
with the best titles over the last three 
months: If you're after the best, read on... 


ANOTHER WORLD 

Lester Knight Chaykin is 
a nuclear scientist* Due 
to a massive explosion 
he's engulfed in Another 
World. The use of special 
effects will have you 
enthralled in this real- 
time adventure. 


POPULOUS II 

It's a god's life. Simply 
run the world while 
keeping an eye on the 
opposing god. Look after 
your people while 
wiping out other humans 
that don 'l belong to you 
- it's all in a day's work. 

JOHN MADDEN 

AMERICAN 

FOOTBALL 

The crowd roars os the 
quarterback runs to the 
end zone. Experience the 
thrill of it all with EA's 
latest American Football 
game. Just as good as 
the Mega Drive version. 

HARLEQUIN 

Gremlin's latest platform 
romp calls itself the 
Amiga's answer to Sonic 
and Mario: it looks as if 
this might be true* Roam 
around massive level* in 
search for the pieces of 
the heart of Chimeric a. 


MERCENARY III 

Your friend Margaret is 
in strife. She's out of 
office, and there's an 
election soon* The only 
con did ate is a shady 
character named P.C Gil. 
Your mission Is to stop 
this character. 


MICROPROSE GOLF 

Featuring fast W smooth 
3D graphics with 
ployobility to match, this 
is a definite contender 
for the best golf sim 
around. A must buy for 
all would-be Faldos and 
Seves, this is a must buy. 




THE GOLF WAR 

THE WORLD OF THE COMPUTER GOLF 
game has been pretty crowded over the past 
few months. MicroProse Golf, PGA Tour Data 
Disks, Ckatttfriottshif? Golf, Jack Nicklaus' 
Course Disks... the list grows every day. The 
next attempt to score a hole in one with the 
public is Nick Paldo's Golf from Grand slam 
Video Ltd. 

Grand slam has been pretty quiet of late, its last 
major title being the conversion of Tom Clancy's 
best-seller. The Hunt For Red October, but it's 
certainly been busy. Nick Faldo J s Coif boasts 
spectacular graphical effects, such as a 3D view 
t:iat. Follows the bail down the course with the 
fairway scrolling past using a similar method to 
that seen in many Sega arcade games. This 
allegedly allows you to see what particular area of 
rough your ball is heading towards. 

Other features include full wrist control during 
the up and down strokes, a 'front on r view of your 
golfer as he takes the shot, a fully detailed map 
allowing you to close-in on certain areas to see 
exactly how the course slopes, an animated caddy, 
modem link up games and a possible course 
creation kit released at a later date. 

Nick Faldo : s Golf is still under construction 
(much like the great man's golf course) and should 
be available towards the end of August at £25.99. 
We'll bring you a full review nearer the date, 



IT'S SHOWTIME 

BARGAIN HUNTERS WHO FANCY a trip to 
London at the end of May should head for the 
Spring Computer Shopper Show in Olympics 
National Hall. Whether you're after a new 
budget game or RAM expansion, there should be 
plenty here to browse at or buy. Organisers 
Blenheim PEL are expecting roughly 200 
exhibitors from all sides of the industry and ' 
40,000 visitors, Kids under 16 can get in for 
£4.50 while an adult ticket costs £6, Call (081) 
742 2828 for further details. 


RAYS OF 
SUNSHINE 

JOYSTICK 
WAGGLING 
veteran 
Spectravideo 
has expanded 
trie Logic 3 
range. The 
Alpha, Sigma 
and Gamma 
Ray desktop 
joysticks are 
priced from 

£11.99 to 
£22,99 and 
come with a 
stylish black 
and blue 
design, To 
place an order, 
phone 

Spectra video 
OH (OBI) 400 
0024, 



WHAT A 
RESULT! 

IF YOU 

PURCHASE the 
new soccer 
strategy game 
Football 
Tactician 
(£19.95), Talking 
Birds will supply 
free update 
disks for a 
whole year! Fact 
freaks will be 
pleased to hear 
that accurate 
records are kept 
on all 440 
players in the 
first division. 
Kick off can 
commence once 
you've chatted 
with Talking 
Birds on {0702} 
523607, 
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GET SHIRTY 

Why not put the winter weather 
behind you, focus your thoughts 
on the summer and pick up the latest 
item in The One Clothing Collection - 
the super stylish The One t-shirt. It's 
what every dedicated 16 bit 
enthusiast will want to be seen in this 
year! The t-shirt has been exclusively 
designed by The One's own art editor, 
Gareth 'Armani' Jones and is 
available in sizes small, medium and 
extra large. At the bargain price of 
only £5.99, it's surely a fashion 
accessory that no The One reader 
can possibly be without' 

There's no better way of keeping your copies of 
The One in pristine condition, than in your brand 
spanking new binder. Available for a mere £5.99. 

THE ONE BINDER ► 

Order without delay. 
Simply complete the 
form below enclosing 
your postal order or 
cheque, made payable to 

EMAP IMAGES 
MERCHANDISE 

and send it to the 
following address 


Plea** Kffiember. the* top quality itans must &e handled with Ve utmost care by Our ditchers iheiefM do all™ 28 days (or your order to be drilled. 

PC WISE, UNIT 3, MERTHYR INDUSTRIAL PARK, PENT RE BACH, MERTHYR TYDFIL, MID GLAMORGAN, WALES CF48 




□ 


□ 


The One t-stiirt £5.99 SMALL ^ MEDIUM Ul EXTRA LARGE — ^ ^ 


The One Binder £559 


□ 



I enclose a cheque/postal order for £ made payable to EMAP IMAGES 


Name; 
Addrest: - 
Post Code: 


MA jXii*5 mcJ/xir. wxtasfi. flaeh\<\£ sot) Win 


Please send your orders to: 
The One MERCHANDISE OFFER 
PC WISE UNIT 3, MERTHYR INDUSTRIAL PARK, 
PENTREBACH r MERTHYR TYDFIL T MID GLAMORGAN CF4S 4DR 
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BRIAN 
NESBITT'S 


HELPING 
HANDS 


Computer gaining s second most 
legendary hack opens the doors to a 
new era in tips, solutions and all- 
round help for the stranded... 


D 


f I see one more list of Lemmings codes I will not be 
held responsible for my actions \ With these arriving at 
a constant rate of more than five a day, 
the tips file now looks like a volume of the Encyclopedia 
Britannica, so slop sending Lhem in - erm, please? Right, 
now that J ve that off my che$i ... 

Welcome to the new-look, easy-to-use, something-for- 
e very one Helping Hands seclion (cue applause). Over the 
coming months you ' II find not only in-depth play guides to the 
latest games (often compiled by the authors themselves), 
but also a regular guide to a classic of yesteryear (or even 
yestermonth), two pages of cheats and tips provided by your 
fair selves and more of our ever- popular adventure 
solutions. 

There's still a problem though, and we need your help to 
solve it, Each month we hope to print a selection of your 
queries, which 111 do my best to answer. Unfortunately I don't 
know everything, so, if you know ihe answer to a particular 
question, please send it in. 

Also, the number of contact names and addresses is still 
fairly low, so it you've completed so many games that your 
computer is screaming 'no more', then let me know. You wstt 
be rewarded. 

And now, without further ado, it's time to get this show on 
the road... 
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GHOSTS AND 
GOBLINS 

Achieve a high score and enter your 
name as (!) to deactivate the sprite 
detection. This, if you haven't already 
guessed, makes you indeslructible. 

JAMES POND 

During play, press any key on the 
bottom row of the keyboard to skip 
levels. And while you're at it, press D' 
to kill all of the monsters on the current 
level? 

STRIDER II 

Press 'Help', Left Shift' and "1 1 
simultaneously - now, pressing T-'S 1 
skips to different parts of the level. And 
if that's not enough, TV* FA' skips 
levels entirely? 

FROM: GRAEME KRZYSIAK, 
NORTHUMBERLAND 


F-29 RETALIATOR 

On ihe enrolment screen, 
CIARAN for infinite weapons. 


type 


MANCHESTER 
UNITED 

Press the left mouse button to activate 
the two-player game, majcing the 
hardest teams easy to beat. 
FROM: ANDREW BUCHAN, 
GLASGOW 

LOST PATROL 

Rest fo r rn i n utes , and - f or no loss of 
food - your strength and morale is 
restored by a few points. This restores 
all of your remaining men to 99 per 
cent. 


ATOMIC ROBOKID ™*F ** A f"!N E 


Type Tuesday 1 4th on the title 
screen to encounter a menu 
which gives access to infinite lives 
and all weapons. 


DRAGON BREED 

Pause and type I REM to achieve 
infiniie lives. Also, pressing 'N' 
now skips a level. 


ESCAPE FROM THE 
PLANET OF THE 
ROBOT MONSTERS 

When you come to the End-Of- 
Level Monster, stand at ihe top 
(beside the door) and waggle your 
joystick. Use all of your bombs 
and squeeze through, 


Enter DEZZY on the high- score table for 
infinite lives. 

FROM: DANIEL OSIB, PETER- 
BOROUGH 


THE SPY WHO 
LOVED ME 

Type MISS MONEYPENNY during 
play and then press T10' to skip a 
level. 


WIZBALL 

Pause and type RAINBOW, When you 
restart, press 'C to fi ll Ihe cauldron, 'S' 
to skip a level and T' to complete the 
game. 


BLOOD MONEY 

Pause and press He Ip ' for infinite lives 
and cash. 

CHIP'S CHALLENGE 

Simply press C to skip a level and F 
to reveal a page of greetings. 


FROM: 
TROWELL 


IAN 


LOCKWOOD, 


RAINBOW ISLANDS 

Type in some of these codes for 
various effects: 
BLRBJSBJ - for Fast Feet; 
RJSBJSBR - for Double Rainbows; 
SSSLLRRS - for Fast Rainbows; 
BJBJBJRS - for Hint A; 
ULSLBLS - for Hint B. 


TEENAGE MUTANT 
NINJA TURTLES 

This one is for arcaders only! 1 Before 
inserting any coins, press your 
selected player's button ■ and keep 
pressing it fast as you put your money 
in. Now when you start, you'll have six 
lines of energy instead of one. 

TEST DRIVE 

To avoid falling off the cliff, hold down 
'Fire' to glide around corners. 

FROM: MATTHEW BELL. 
RADCLIFFE 

NINJA SPIRIT 

If you die on any level after you've 
collected a Shadow or Power- Up, 
simply walk back to pick it up again 
when you restart. 


FROM: ADRIAN KAY, 
WOGGA (AUSTRALIA) 


WOGGA 


NIGHT SHIFT 

Level Codes: 

2 - CHERRY BANANA BANANA 
LEMON 

3 - BANANA CHERRY PINEAPPLE 
PLUM 

4 - PINEAPPLE LEMON PINEAPPLE 
PINEAPPLE 

5 - PINEAPPLE PINEAPPLE LEMON 
CHERRY 

6 ■ CHERRY PLUM PLUM PINE- 
APPLE 

7 - CHERRY PINEAPPLE LEMQN 
BANANA 

NITRO 

Before starling, enter your name as 
MAJ to fill up with fuel and cash. 


FROM: MARCUS TYLDOLEY, FROM: ALEX BRIFFRT, WESTON- 
LEEDS SUPER-MARE 



Here, at 
last, is the 
final part to 
our epic 
voyage 
through The 
Bitmap 
Brothers' 
3D 

exploration 
game, with 
aid from the 
boys 
themselves 
and Philip 
Wilcock. 
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Last issue, we stopped with you 
dang ting halfway through level tour 
well, dangle no more, as it s. time now 
to get back to where we left oft- 

40) Upper Kitchen. Drop the full oil flask 
on the flame. Trie resulting fireball 
destroys part of the shelf allowing the ball 
to drop and smash. Inside is a key , col led 
me key. Return to Wulf's View 
41] Wulf's View. Unlock the door to the 
South using the spell. Exit S. 

42) Carver s Hall Throw the stones 
through ihe bars so the ball pushes the 
potion through the bars. Coiled the Giant 
Jump potion. Return to Wulf's View and 
use the potion to recover the key from the 
platform. Return toiho Carver s Hall and 
use the key In Ihe lock. Exit S 

43) Southwest Hall. Drop a candle in the 
small red cirde and men kill the demon. 
Exit S, 

44) Small Store. Place the copper bowl 
below the pump's spout, pump the handle 
until water appears in the bowl. Take rjhe 
bowl and return to the Cistern Room. 

38) Cistern Room. Unlock the door to the 
East. Drop Ihe bowl of water onto the 
cistern, water should now flow along the 
pipe, Exit E. 

39) Oil Store. Place the oil flask below the 
tap on the barrel, when the barrel is full, 
lurn the tap and collect tie oil flask when It 
is full. Return to the Upper Kitchen. 

40) Upper Kitchen. Drop the full oil flask 
on the flame. The resulting fireball 
destroys part of the shelf allowing the ball 
to drop and smash. Inside is a key, colled 
the key. Return to Wulf's View. 

41) Wulf's View. Unlock the door to the 
South using the spell. Exit S, 

42) Carver's Hall Throw the stones 
through bars so the ball pushes the potion 
through the bars. Collect (tie Giant Pump 

- potion , Retu m to Wu If s View and use (he 
potion to recover the key from the 
platform . Return to the Carver's Hall and 
use the key in the lock, Exit S- 

43) Soulhwest HalL Drop a candle in the 
small red cirde and then kill the demon. 
Exit S. 

44) Small Store. Use a combination of 
Unlock Chest and Dispel Trap spells to 
open the nested chests, colled all ihe 
contents and Exit N and then E, 

45) Little Passage. Unlock ihe South door 
using the grey key. 

46) Box Room. Pull the lever and then 
return it to the up position. Exil E. 

47) Haib's Delight. Slide around the large 
boxes until a gap is made in front ot the 
door, one or two ot the blocks cannot be 
moved and Ihe one in front of the door has 
a life ot its own Exit N, 

4B) inner Passage. Use the Giant Jump 
potion to reach the wooden shelf, wiled 
the Immortal potion and casket, open the 
casket and colled the tour tokens. Pull the 
lever and exit E. 

49) South Passage. Drink your Immortal 
potion and jump over (he spikes pull ihe 
lever to blow them up. Exit S. 

50) South Chamber, Open the chest, 



colled the gold key. Slide around the liles 
that spell □ lAWOS so that Ihey read the 
same along the other track. Exit N. 
51 . Warden's Room. Search the thief, he 
needs an Alkali potion to make him feel 
well enough to tai k to you . Exit S and E by 
casting the Unlock Door spell. 

52) Helm's Doom. Colled the bottle that 
restores alkali balance and return to the 
Warden's Room. Give the battle to the 
ihlef, he will eventually give you the 
combination to escape , 1432. He will then 
askycutobring him a poison. Exit S, then 
E, then N. 

53) Gambler's Den. U se the three tokens 
to gamble on the rotundas. The extreme 
nghl-hand one is a low risk, low return 
machine lhat provides extra tokens. The 
middle rotunda is higher risk higher retu rn 
that also provides green tokens. The left- 
hand rotunda gambles tokens tor potions , 
money, or an occasional key. Use the 
right and middle rotunda to generate as 
many tokens as possible then use them in 
the left-hand machines to get potions and 
a grey key. There is a Magic Missile spell 
hidden behind the stairs. When you are 
satisfied (or broke) exit E. 

54) Malladin's Pits. The four pits lead to 
four different challenges: W. The Resting 
Chamber - use Ihe fertiliser to grow a 
shoot so mat you can reach the iaver f pull 
it and colled the chest key. Open the 
chest and colled all items except the 
books. Drink the Sweat potion (for 
strength) and push the melal bars aside. 
Wait u ntil the clock has gone around four 
times and then un lock Ihe door. Exit N and 
collect the Fizzy potion (poison). Follow 
the Exit sequence. Give the poison to the 
thief. Return to Malladin's Fife N. Great 
Pit - colled the gold and follow the Exit 
sequence. S. Outer Pit - keep collecting 
the money sacks , if the roots start to grow 
in front of the door, leave (the door on ly 
unlocks after a certain amount of time). 
The roots will evantu ally btockoff your exit 
so be carefuL Colled the Dispel Trap 
spell. Exits, and then S. then follow the 
Exit sequence. The door only unlocks 
after a certain amount ottime. E. Fire Pit - 
withstand the fire balls unlil part of the 
metal flooring disappears, drop through 
and exit 5. Collect the three spells and 
follow the Exit sequence, Exh sequence 
- from the Greal Pit go E-S-S-S you will 
now be in the Inner Passage, retrace your 
steps back to Malladin's Pils. From 
Malladin's Pits exit E, then E. 

55) Southeast Hall. Cast Dispel Evil and 
kill the two demons. Use the Unlock Door 
spell to exit M. 

56} Learned Hall. Pull lever and exit W. 
57) Symbolists' HalL Remember the 
order of the shaped blocks on the posts. 
Exit E, then E. 

56) Symbolists' Hall- Pull the levers in mis 
order Left, Right, Right, Left. A button 
should now have appeared on the wall. 
Press it (the aim of the puzzle is to arrange 
the shaped blocks in the same order as 
those in the other room. Exit E. 

59) Bookstore, Read the books and note 
their contents for dues. Read books 
several times to see if there is more than 
one message, Exit W, then W. 

60) Symbolists' Hall. Press the button 
then exit W. 

61 ) Sealed Chamber. Open thechest and 
colled the planet (Earth) wiVnob! pressing 
any of the buttons, then exit E, ihen E. 

60) Learned Hall. Exit N, 

61) Learned Hall. Exit E. 

62) Quadralica (this is later referred to as 
ihe room with square walls). Do no! 
bother opening the chest. Read all the 
books, and colled the Dry Sandy Planet 
(Chaos). Exit W, then N 
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621 Learned HalL Exit E. 

63) Dianas' Library . Read all books, keep 
reading the book on marriage and funeral 
customs of the Southlands until a speU 
appears. Collect the spell. Search the 
tapestry and colled the small key mat 
emerges. Exfl W, then W. 

64) Side Chamber. Do not bother with the 
puzzle in this room unless you feel like it. H 
is not essential to completing the game. 
Exit W, 

65) Nameless Room . Open the chest and 
colled aH the contents. Cast the Read 
Magic spell on the unknown spell. Return 
to the Quadralica. 

66) Quadralica. Position the chest along 
the north wail, fifth tite from the left, jump 
onto it and then jump up, your head 
should hit a secret panel and a smal I white 
planet should fall out. Colled the planet 
(ihe Moon). Return to the Learned Hall. 

67) Learned Hall. You have to set the four 
levers to four numbers in any order. You 
do this by setting a level to either +■* - of 
neutral. For example the number 29 is 
made by adding 27, subtracting 3 and 
adding 1 . Thus the levers will be in the 
lollowi ng positions 27 - up, 9 - mid, 3 down 
and 1 - up, Use this principal to create the 
numbers 29, 32, 16 and 7. Once you have 
done this Ihe door to the West will unlock. 
Exit W. 

66) Queen's Library. Cast Unlock ChesL 
colled the planet (Sun). Exit W. 

69) Wisdom's Hall. Collect the planet 
(Red) and return to the nameless room 
(65) and exit S. to the Upper Room. 

70) Upper Room. You should now have 
five plands in your rucksack (Earth, Sun, 
Moon, Red and Chaos), these will be 
dropped through the holes in the floor to 
land on spikes in the Planetarium (North 
otthe Queen's Library). They shduld be 
dropped through Ihe following holes: Top 
- Sun, Left - Red, Right - Moon and 
Bottom ™ Earth. Now return to the 
Queen's Library and exit N. 

71) Planetarium. Because you got the 
planets in the coned positions, the globe 
in the centre has stopped spinning. 
Search, the globe, press the hidden 
switch, colled the two keys and return to 
the upper room. 

72) Upper Room. Drop the Chaos planet 
through any of the holes arid return to the 
Planetarium, 

73) Planetarium. Press the button on the 
black globe and colled the grey keys. 
Return to Wisdoms Hall. 

74) Wisdom' s HalL Colled all the wooden 
planks and Exit W. 

75) East Passage. This is the final 
approach to the last room. Use the grey 
key you colleded from the Planetarium in 
the keyhole Ihen use the planks to cross 
the floor without touching it (it is 
eledrocuted). Exit W. 

76) Central Hall In here are three 
demons, First cast a Dispel Evil spell, 
then give them everything you've got. 
Once they are dead, insert the four gold 
keys into the four keyholes in the order 
given to you by the thief: 1 Is the extreme 
left-hand keyhole and 4 is the right-hand 
one. Once this is done, walk lo the centre 
of the room and go to level 5. 
At last you have reached the final level 
of Castle Wult, Pianos Is waiting for 
you in the final room. The aim here Is to 
collect the necessary Items for his 
destruction and to reach that final 
room, Dianos has left a profusion of 
traps and puzzles to stop you. Vou will 
need a 1 1 the ska lis that you have gained 
in the previous levels to succeed - 
best ot luck. 

1 ) Great Tower. Quickly get Ihe marble 
gem stone and exit E. 
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2) North Bridge. Get the second marble 
gem stone and find the pressure pad 
located close to the South wall. Walk over 
it to reveal a skull lock. Go and insert the 
iwo marble gems into the skull lock and 
exit £, 

3) Ward Room . Hump up on the posts and 
gel the potion bottles {do this quickly as 
the gems are damaging your health). Exit 
E 

4) Helm's Bridge. Pull the first lever and 
go u nder ihe wooden block when It raises. 
Pull tho second lever and run to the East 
door. Stand as close as you can get to ft 
and wait, the two flails that appeared will 
not harm you. Run back, press the hole 
and get thetl ask thai appears. Finally, pull 
the third lever, wait for a few seconds until 
Ihe door unlocks, [hen exit E, 

5) Helm 's View. Getthe Emerald gem and 
exit E, 

6) Great Chamber, Open the chest 
(Reading the book for clues) and get the 
Dispel Trap scroll and cure the poison 
flask. Go down the stairs. 

7a) Cellar Stair. Open Ihe chest and 
collect the mind blast orb and green gems 
(the gems you collect are powering up 
your mind blast spell in readiness for the 
final conflict). Exit E then S. 
7b) Mai n Cellar. Open chest, collect Bless 
Potion spell and um , return to Cellar Stair. 
Place the um under the steam hammer 
and pull the lever. The umwill smash and 
you should collect an emerald. 
7c) Great Cellar. Open the chest and 
collect the Magic Missile spells (however, 
these are a bit of a red honing and almost 
useless), Exit S, 

8) East Cellar. Open the chest and pick up 
the iwo Red potions. As the note says, 
you can only pick up one of the Black 
potions. They are both Stamina, one has 
a single dose of 200 and the other 1 y 
doses of 20. Get the 1 0 of 20 stamina 
potion and cast the Bless Potion spell on it 
- this provides you with more stamina 
than casting it on the other potion, 

9) Greal Chamber. You have now been 
teieported back lo Ihe Great chamber. 
You must quickly jump for the posts that 
have Ihe caskets resting on Ihem, getting 
the caskets as you go, Open Ihe green 
casket and gel all Ihe gems. Open the red 
casket and get the Dispel Trap spell the 
exit 3. 

10) East Passage. STOP! You must now 
get all the gems, but beware of Ih e Boor, 
there are four pressure pads that 
transport you to one of the confrontations 
with Dianos . We'll leave you to discover 
which tiles are the bad ones! Exit S, 

1 1 > The Separator. Avoid touching the 
black spheres, as these will explode and 
harm you. Collect the key, pull the lever 
and use the key In the keyhole, Relurn to 
Ihe Great Chamber. Use strength to pull 
back the wooden block from the door. Exit 
E. 

1 2} Outliette. Search tire skull, collect the 
token and tiger's eye gem, read the book. 
Return to The Separator. Exit 3, 

13) High Passage. Pull the middle lever. 
Climb the wooden ladder, trigger the 
wooden block by standing in the corner. 
You must avoid the flail, collect all the 
green gems and finally the key. Exit S. 

14) Axel's Leap, CoJIec: Ihe money bag 
and the red orb, As soon as you go round 
the farsiideof Ihe pilyou 'I I trigger the flails. 
Jump to avoid Ihem. Exil S. 

1 &) Sea Walch. Dispel the trap on the 
wooden chest, open it and collect the 
extra-strong spider poison and money 
sack, insert the key in the keyhole and exit 
W- 

16) Axel's Fall. Time the moving of the 
wooden block, and insert the two 
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emeralds onto ihe eyes of the skull lock. 
Jump across the central block of the 
wooden floor and exil W. 

17) Brokson's Hall. Open the wooden 
chest and collect the piece of lead and all 
the coins. Pull the upper lever and geE 
onto the elevator, Drop the poison on Ihe 
floor and the spider should drink it, after a 
few seconds the spider shoulddie leaving 
behind a key, Pull ihe upper lever and go 
down to collect the key. Pull the lower 
lever to make the bars disappear. Pull the 
lower lever on the west wall and climb 
onto the elevator and go to the upper 
level. Use Ihe key in the keyhole and 
return to the lower floor. Exit W. 

1 8) The Void. Yog cannot collect the fl ask 
or money sacks - just the jet. The exits to 
this room are located about halfway along 
(he North wail and at either end of the 
West wall. Exit N. 

19) Dispel trap on the strong box and 
open It to collect the corns. Collect the 
Magic Shield potion, stand on the 
strongbox to press the secret panel, 
collect ihe ruby that falls from il. Return to 
the void and Ihen exit using the lower of 
the west wali doors. 

20) The Lord's View. Touch the 
numbered panels unh'i they are set 7 4 1 „ 
this shoufd unlock the door to the soulh. 
Exit S then S again. 

21) Lord's Watch. Press the two secret 
panels to collect a red casket (be sure to 
read ihe note) and Ihe two keys. Exit N, 
22} Side Room. Open the cftesl and 
collect what money you can . Return to ihe 
void and Exit through the upper of the 
West doors. 

23) Great Bridge. Insert the two rubles 
into the first skull lock, then insert the key 
into the lock and insert the token into the 
slot. Exit W 

24) West Ward. Collect the amethyst and 
the green caskel. Open the green casket 
and collect all the gems. Now drink your 
strengrth potion and slide ihe wooden 
block so that you can reach the door and 
the lever. Pull the lever and exit W, 

25) Magnus ' Watch . Avoid (he steel shots 
and insert the amethyst into Ihe 
appropriate skull lock. You can now open 
the red casket and collect the lead Exit 
North 

26) High Parapet, Pull the lever and climb 
onto the elevator, jump over the wooden 
platform with the book on it, Open the 
chest and collect the Stamina potion. 
Return to Lord's Watch via the void. 

27) The Void. Collect the two money 
sacks and the Turquoise Water potion. 
2S) Lord's Watch. Drop the two lead 
pieces and Ragnar's bottle into the bowL 
The bowl should bubble for a while and 
reveal two pieces of gold. Relurn to 
Magnus' Watch. 

29) Magnu s' Watch, Insert the two pieces 
of gold into the skull lock. Exit N and then 
N again. 

30) Inner Watch. Collect the key and open 
the chest. Colled all the green gems, the 
two jades, the red casket and Ihe flask of 
blood. Exrt E. 

31) Caliban's View. Drop the red casket 
and return to Ihe Inner Watch. 

32) Inner Watch. Open the green casket 
and insert one of the jades, return to 
Caliban's View and open Ihe red casket - 
but do not collect the Bloodstone. Return 
to the Inner Walch and repeat Ihe process 
with the second jade. 

33) Caliban's View. There should now be 
two btoodstones on the floor. Collect the 
blood key and return to the Inner Watch, 
pull the lever and exit S to the High 
Parapet,, throw yourself down the pit. 

34) South Cellar. PulUhe lever and face 
the consequences. Exit M to the main 



Cellar, unlock the door using (he Wood 
and exit W, 

35) Caliban's Cellar. Collect the piece of 
jet, open the secret panel and collect the 
banish scroll (this is to defeat Dianos). 
Stand on the carved skull and throw the 
flask of blood at the pentangje. You will be 
transported to Caliban's View. Coltectthe 
two bloodstones and exit E, 

36) inner Ward. Collect the Petrify spell 
cast this on the turquoise gem that 
results. Exit N onto the Open Bridge. 
37} Open Bridge. Pull lever and exrt N, 
then W, then descend the revealed stairs. 

38) You should now be down stairs. 
Collect the Dispel Magic spell. Open the 
red casket and collect the second piece of 
jet. Open the strong box and collect all Ihe 
green gems. Return to the Ward Room, 

39) Wand Room , Cast the Dispel Magic on 
either of the power gems. This should 
provide you with the final piece of 
lurquoise. Return to the Inner Ward and 
exit E 

40) Axel's Stand. Collect the Orb, open 
the secret panel and collect all the green 
gems. Return to the Inner Ward and 
descend the stairs. 

41] Cellar Stair. Place the two red orbs 
under the hammer (one al a lime) and pull 
the lever. You should now be able to 
collect two opals and return to Axel's 
Stand. 

42) Axel 's Stand. Insert the iwo opals i nto 
ihe skull lock. Exil E. 

43) Last Watch . Drop the immortal potion, 
drink it while it is on the floor and run 
across the wooden spikes to the South 
door. Exit S. 

44) Last Bridge. The three skull locks 
accept the following gems: from left lo 
right, turquoise, tiger's eye, jet. Insert all 
sis of these gems and exit S. 

45) Guard Post. Touchi the skull lock and 
let youf energy drain unlll It stops, you 
may then insert the two blood stones. Exil 
W, 

46) Inner Chamber. Open Ihe strong box 
and i nsert the Banish spell and Ihe orb ot 
Kamul. Drink the Stamina potion to return 
all your lost energy from the previous 
room, Exil N and then W, 

47) Dianos' Lair. This is the main 
chamber where you will confront Dianos, 
remember it welt. Exit through the middle 
of lha West doors. 

46) Great Ceilar. Collect all the green 
gems and retum via the cellar stairs to the 
Last Watch. 

49) Last Watch. Collect the immortal 
potion, d rink one dose and run across the 
spikes to return to the inner chamber, 

50) Inner Watch. Insert the immortal 
potion into the grey strong box and return 
to Dianos" Lair. 

51 ) Dianos ' Lair, Open the grey chest and 
collect all its contents (Danish spell, 
I mmortal potion and Mind Blast orb). Wait 
till Dianos appears, cast the Mind Blast 
spetl. Drink the Immortal potion, app- 
roach Dianos and cast the Ban Ish spel I on 
htm repeatedly until he blows up. Collect 
his head and exit through the middle door. 


# You have now 
finished Cadaver 
in the last room 
your status will 
be displayed, 
Thiswhole series 
of solutions has 
outlined the sim- 
ple way through 
the game. How- 
ever, there are 
several hidden 
bonuses that can 
be achieved in 
each level 
happy hunting. 



Part the 
fourth (and 
final). In 
which 
Bobbin 
Threadbare 
loses his 
distaff, 
discovers 
the cause 
of the 
chaos in 
the Loom 
and finds 
out what 
happened 
to his 
missing 
people. 


BOBBIN THREADBARE. LAST OF THE 
GUILD OF WEAVERS, was searching lor 
the rest ol his villagers alter itiey had been 
Iransformed into swans and kidnapped His 
journey had taken him away from tus 
childhood tiome of Loom Island and onto itie 
mainland where he had encountered many 
weird and wonderful sights. 

Along his travels Bobbin had learned o1 an 
evil plol. somehow linked to the other Guilds 
ot the land, by a sinister figure known as 
Bishop Mandible. Bobbins search led to Ihe 
Guild 0< Blacksmilhs Now read on... 

Woe! Bobbin Threadbare had 
entered the city ol Faroe in the haps 
af finding a clue as to the location of 
the rest of his Guild. Instead he 
wandered around aimlessly until a 
large worker called Stoke took his 
distaff from him to use as firewood ! 

And worse still, because he was 
disguised as Rusty, he had been 
locked up in o small cell far a 
punishment for laziness. As the 
magical staff blazed away OH the 
furnace, Bobbin could do no more 
than sit bock and wait* 

Outside The city. Dome Helchel 
sat, ruffling her feathers and shar- 
pening her beak. Ever since the 
village elders had turned her into a 
cygnet, she had watched over 
Bobbin wherever possible, but 
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Loom 

Bobbin was 
imprisoned in 
whai looked 
like the Bis- 
hop's private 
zoo. A jailer by 
the name of Cob 
stood loyally 
by Mandible's 
side, grinning 
evilly as his 
master gave 
the obligatory 
"conquering the 
world' speech. 

Bobbin figured that perhaps a 
show of force would make him 
th ink twice so he spun the Opening 
Draft o n the cage door. With a show 
of bravado, Bobbin stepped out ol 
the cage only to have the distaff 
snatched from his grasp. Through 
heaven and high water. Bobbin 
had managed to hold onto that 
blasted stick, now twice in half an 
hou r he'd managed to lose it* What 
would Da me Helchel have said? 

Ac Mnnrlitiln walked off with his 



Looking up, he quickly reversed 
the Opening Draft on the hole to 
slop the creature from following 
him. Nearby, he could see another 
hole and through it he could just 
about make out the huddled farm 
of Rusty , 

Floating through Hie hole, Bob- 
bin was horrified to see that his 
newly -found friend had been 
reduced to a pile of ashes. As his 
mind searched far an explanation, 
his hands wove the Healing Draft. 
Ru sty's spirit started to rise from 
the burnt body and instantly laid 
into Bobbin with a torrent of verbal 
abuse. 

In an attempt to calm dawn his 
irate buddy, Bobbin finished the 
Healing Draft, restoring the lad to 
his former self, Rusty apologised 
for his outburst, thanked him for 
his new life and headed off to 
search for his Guild. Bobbin 
returned to the void and closed the 
hole. 

The next hale led to another 
scene of detestation. The Guild of 
Shepherds lay scattered all over 
their village, another testimony to 
the evil of chaos. Bobbin wasted no 
time in spinning the Healing Draft 
before heading back into the void. 
Again he closed the hole behind 
him. Bobbin decided not to waste 


arret, she had watched over 
ibbin wherever possible, hut 
ice he had entered the Forge she 
dn't been able to follow, 
9ks she plumed herself, the smoke 
verging from the chimneys of the 
tuy formed themselves into a 
strange sign. Hetchel recognised 
its meaning instantly - the distaff 
was In danger. Ignoring any 
danaer. she took to the skies then 


hour he d managed to lose it* What 
would Dame Hetchel have said? 

As Mandible walked off with his 
prize, Cab stood guard over the 
door preventing Bobbin from stop- 
ping his evil plans. With a sigh, he 
settled for exami ning the rest of the 
room. Another of the spheres stood 
atop a pedesta I, hut a s he moved to 
study rt, Cab interfered ..♦ 
There is an old legend about the 


before heading dock mro me voia. 
Again he closed the hole behind 
him. Bobbin decided not to waste 
any more time, he had to save 
Dame Hetchel, so the next hole he 
came to was closed instantly. 

Onwards he travelled until he 
came across a magical lake, with 
what appeared to be swans swim- 
ming in it. Cou ld it be? Wo sthis what 
had happened to his village? 


:d info his cell was enough to 
I Bobbin out of his light 
slumber but when he saw what 
caused the noise he figured he was 
still dreaming. 

Picking up the distaff, he span the 
Draft of Opening on the door and 
ran outside. Avoiding the main 
entrance (Bobbin had resumed his 
own identity after losing the distaff 
and he didn't want to answer any 
questions) he ran down the first set 
of stairs he saw. 
The stairs led into a large 


everyrning m me universe Ltmip- 
ressed into one space, the result of 
which leaves you stark roving 
mod. Nobody has ever really 
known the truth nobody except 
Cab that is. Despite Bobbin's warn- 
ings, the jailer lifted his hood and 
died a horrible death. Bobbin could 
feel no pity for him as he headed off 
to find Mandible. 

The Bishop stood on the edge of 
the parapet, ready to weave the 
D raft of Openi ng on the graveyard. 
Thanks to Itie Bishop's own magi- 
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to spread across Bobbin's face. His 
MOTHER?? 

Bah bin looked closer and, to his 
astonishment, saw that it was true. 
Bobbin's mother explained the 
danger that laced Dame Helchel 
and urged him to hurry, He quickly 
floated post the lake and through 
the final hole, back onto Loom 
Island. Hurrying towards the 
Great Loom, Bobbin imagined 
what sort of danger he wou I efface. 
The test of his life- One wrong move 


I stairs he saw. 

The stairs led into a large 
chamber where a solitary black- 
smith sharpened a sword. Bishop 
Mandible was standing on the far 
si do of the roam, talki ng to another 
of the workers. Listening to his 
conversation Bobbin realised that 
the Bishop's plans were obviously 
more sinister than he had first 
suspected. Bobbin had to find o 
way to buy himself more time, so, 
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u ran or upeni ng on me y r uwy Mr *j. 
Thanks to Hie Bishop's own magi- 
cal power the result was pretty 
devastating, despite a II of Bobbin's 
efforts to stop him. What emerged 
from the hole filled Bobbin with 
sheer terror. Although he'd never 
seen it before, he knew that this 
was the Chaos in the Great Loom, 
evil in a solid form. In a flash it 
disposed (horribly) of Bishop Man- 
dible before wandering off to see 
what other mayhem it could get up 


The test of h is I if e- On e wrong move 
and he would die. He tried to stop 
thinking about it and hurried into 
the Sanctuary. 

Thankfully, the Great Loom was 
still intact, which was mare than 
could be said for Hetchel. Pitched in 
a battle with Chaos did not suit her 
in her present farm, but Bobbin 
tried his best to help her out. Every 
time Chaos spun a draft on Hetchel, 
Bobbin would reverse it. 


rait ot Sharpening on me oiaae. 

Thinking he'd got away with it 
Bobbin turned to leave only to 
walk straight into a couple of 
guards. "Take him to my trans- 
port," commanded the Bishop 
without even looking up. The only 
other time Bobbin had flown was 
when the d ragon hod mistaken hi m 
for a sheep, so he wasn't looking 
forward much to this particular 
journey, especially considering 
the destination. 

The flighl was surprisingly 
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inside. 

Consulting the third sphere 
revealed what looked like a tra- 
gedy for Dame Hetchel. Bobbin 
was filled with rage: future or no 
future, he couldn't let this happen 
to Hetchel. Bobbin raced bock out 
to the parapet. In his haste he had 
failed to not ice that the raged beast 
had gotten free (probably due to 
the force of Mandible's Opening 
Draft) and was sneaking up behind 
him. At the last moment Bobbin 

I . I tl * V« l A «ti:lan< MrtH 


in a final stroke, Chaos spun the 
draft of Unmaking on the helpless 
cygnet, Bobbin couldn't reverse it 
and was left holding nothing but a 
feather. He tried Healing it, Shap- 
ing it, even Opening it. Nothing 
worked. Hetchel was gone ana 
Chaos stood there laughing in 
victory. 

Her death 
won't be in vain 
though! As a 
final act, Bobbin 


journey, especially considering 
the destination. 

The flighl was surprisingly 
smooth, but what really took 
Bobbin's hreath away was the 
view of the tower, Only one ward 
could adequately describe it.. * evil. 
Gravestones littered the front lawn 
and an eerie green light shone 
from behind whoever designed 
Ihis place certainly had a taste for 
the dead. 


the force of Mandible's Opening 
Draft) and was sneaking up behind 
him* At the last moment Bobbin 
heard the creature's footsteps and 
spun around to confront it. Unfor- 
tu nately he lost his ba lance and fell 
headlong over the edge, into the 
my sterious void. 

Although he'd prepared himself 
for a sudden impact with the 
around, Bobbin surprisingly found 
himself floating in mid-air/void. 


won't be in vain 
though! As a 
final act, Bobbin 
stepped up to 
the Great Loom 
and spun the 
Draft ot Un- 
making onto 
the very device 
that he had 
been brought 
up to respect.,- 
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enforced 
absence, 
Ciar&n 
Brennan 
once 
again 
straps on 
his sea 
legs to 
bring you 
the 
benefit of 
an 

extensive 
know- 
ledge of 
Rainbird's 
Carrier 
Command, 
recently 
re-releas- 
ed on the 
Mirror 
Image 
label. 


bove all, Carrier Com- 
mand is a strategy game - 
and as with most strategy 
games a good solid foundation is 
necessary if you're going to emerge 
victorious 

A quick glance at the map reveals 
three distinct types of isiand; Red, 
Blue and Green, Blue islands are 
those that are initially under your 
control h white Red are hostile and 
Green are neutraL Your job is to hop 
from island to island building a 
supply network and ultimately wip- 
ing the opposition off the map. 

The first steps to building up a 
network are simple. Set your course 
for a nearby island (such as Byrne) 
and sail there. When you arrive, stop 
and goto Walrus control. Here load a 
Wakrus with full fuel and a Factory 
Automatic Command Centre Builder 
{ACCB), 

Set the Walrus on a course for the 
island, remembering to drop the 
ACCB as close to the centre as you 
can. Once this is done, retrieve the 
Wal rus and set your Garr i ers course 
for another nearby island and carry 
out the same procedure, again 
making a factory island. 

When this is done h set about 
making the next five islands you 
capture defence islands. This is very 
important, although you won't rea- 
lise it until much later on in the game 
- the defence islands are situated 
here as your home island must be 
protected at all costs. 

One of the keys to winning the 
game is to capture the island of 
Fulcrum. Take a took at the radar 
map and home in on the island in the 
very centre where two grid lines 
cross. The re you 'II find both Fulcrum 
and a group of islands thatform a ri ng 
around it. 

Although it doesn't become appa- 
rent until all of the supply lines 
appear on the map tan island's 
supply lines don't appear until either 
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you or the enemy has taken it), the 
islands in that ring interconnect and 
feed Fulcrum directly like the spokes 
of a wheel, maki ng it one of the best 
defended and best supplied islands 
in the game: capture it and you're a 
big step closer to victory- 
Carry on capturing enemy islands 
in this fashion, whittling away at the 
network piece by piece. Don't worry 
if the enemy is beginning to get close 
to your home i sland , as your defence 
islands should hold him long enough 
for you to win the game. 

When you finally reach the enemy 
base, don't try to attack Omega as 
it's far too powerful. Go instead for 
the home island, using the same 
technique, but using your surface to 
surface missiles and Carrier laser to 
damage the island as much as you 

THE MANTA 
SHOWN (left} is 
equipped with 
laser, which 
lasts longer 
than the 
Assassin 
missiles, but Is 
far harder to 
use. 


possibly can before launching the 
fateful Mantes. 

DIVIDE AND CONQUER 

One skill that's vital for successful 
completion of the game is the ability 
to capture the enemy's Defence 
islands. These islands are instantly 
recognisable as they're equipped 
with a volcano-like structure, which 
is actually a massive hangar housi ng 
numerous enemy fighters. Their 
presence, and the Tact that the island 
is bristling with ground-based 
defences, make these islands dif- 
ficult nuts to crack. 

There are many ways to attack 
these strongholds, with trial and 
error in the optional action game' 
the best way of finding your favorite. 
Here are a couple of ways to get you 
started,.. 

Sail the Carrier towards the island 
until its boundaries appear in your 
radar. Then, turn the Carrier until it's 
facing away from the island and 
reverse slowly, keeping an eye on 
the depth indicator so that you don't 
■ground' the ship. 

Before you get too close , go to 
drone control' and deploy a com- 
plete set with drones at each comer. 
This may slow your progress down, 
but it also provides insurance 
against any early attack. 

When you re as close to the island 
as possible, go to Carrier Defence 
and launch a viewing drone. As soon 
as the 'Batcave' command centre 
comes into view, let it have it with a 
couple of missiles (you must be 
facing away from the island for a 
drone to be effective, as both it and 
the missiles are launched from the 
rear of the Carrier). 
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Once the Batcave is destroyed, 
the island is knocked out and it's a 
simple matter to send a Walrus 
across to plant an ACCB. By the way , 
this is far easier said than done, but 
mastering the process is a good idea 
as it can come in handy later in the 
game proper. 

The second method of destroying 
the island once again involves 
knocking out the Batcave, but this 
time in a much more direct (and 
consequently more hazardous) fas- 
hion - the Kamikaze attack... 

Before reaching the island in 
question, Joad all of you r Mantas with 
a full complement of missiles (each 
Manta can hold seven: three in the 


nose and two on each wing). 

Then, when within range , stop the 
Carrier and launch the maximum of 
three Mantas r setting them all for a 
course to points just outside the 
island's defence range. 

When all three have reached their 
destination , take manual control of 
the first and begin to circle the island, 
looking for the Batcave. When 
you've found it, fly around to the side 
of the island that it s closest to this 
way, when you attack you cut the 
amount of time that you're actually 
over the island to a minimum. 

Now, fly towards me Batcave at 
maximum speed (ignoring the atten- 
tions of the enemy which will 
undoubtedly come at you in force) 
and target the missile cursor on it. As 
soon as the cursor flashes let loose 
with a missile and continue to do this 
until you're either out of missiles, the 
Batcave is destroyed or you ve been 
shot down. 

If the latter occurs, simply take 
control of the next aircraft and repeat 
the process until either the job is 
done or you're out of equipment. 
Remember that Mantas are remote- 
controlled and relatively easy to 
replace, so don't worn/ too much 
about losing a couple of them, 
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• Your entire strategy can fall to pieces if you ma 
silly mistakes, Remember to keep your stockpil 
island on the move - you ' ve had it if you run out of fuel 
while out of range of the stockpile island. 

• Make careful use of the priority settings, alwa 
keeping Carrier fuel on high priority, with Manta a 
Walrus fuel on medium (as they use very little fuel i 
relation). Keep the Manta missiles and ACCBs on 
high priority at all times. 

• Keep your Mantas and Walruses fully loaded, even 
while they're in the dock, as it's possible to get more 
equipment into the hoWs that way. 

• As soon as a Manta returns to the deck, bring it ba 
down into its hangar. Mantas on deck don't only sto 
the Carrier down, they also cannot be repaired unt 
they're back in the hangar. 

• When in control of a Manta or a Walrus, keep it 
inset radar on all the time: it can give Irfesavin 
information on the position of enemy craft 

• Save the game as soon as you make any kind 
progress, no matter how small. Then, should you 
come a cropper, at least you have something to fi 

Viewing drc useful not just in conjunctioi 

o an invaluable aid when 
f the layout of an enemy island 


rier at 
sends 


A MANTA 

RETURNS - 
make &ura to 
get It below 
deck as quickly 
as possible, 


THE LONG ARM 
OF THE LAW 

ne tactic which takes a lot of mastering, but 
is very effective if you're willing to put the 
time in is the long-range attack, using either 
a group of Mantas or a combination of Mantas and 
Walruses. 

The idea here is simple. Load two Mantas with the 
full complement of missiles and another with a Long 
Range Communications Pod and two missiles (the 
LRCP in the nose and a missile on each wing). 

The LRCP allows the Mantas to fly far beyond the 
scope of the Carrier, so choose your target carefully 
(an island about halfway along the enemy's red 
supply line is a good bet, as taking this out can slow h is 
progress considerably) and set your Mantas for a 
poi nt just off its coast. Remember to adjust the speed 
to medium and the altitude to low when setting the 
automatic pilot as this increases the Mantas' range 
considerably. 

Now launch ail three Mantas in quick succession 
and carry, on with the rest of your game - you'll be 
informed by a text message when the squadron 
reaches its destination. At this point stop whatever 
you re doing (if convenient) and switch to manual 
control of one of the two heavily-armoured Mantas 
and cany out a Kamikaze attack as normal. 

When the Batcave has been destroyed, ditch the 
remaining Mantas (as they'll usually have too little 
fuel to get back to the Carrier) and get back to what 
you were doing. 

A similar tactic can be used to take command of 
Neutral islands by sending a combination of Mantas 
and Walruses, but this needs more attention as the 
aircraft move much faster than their water-based 
counterparts. 

These manoeuvres are well worth getting the hang 
of, as they allow your resource network to expand far 
more rapidly than if you only used the Carrier. They 
also allow you to work out variations of your own {such 
as sending a squadron of Mantas to land on and 
protect a vulnerable island such as Fulcrum). Another 
advantage of using these methods is that they give 
the player something to concentrate on during those 
long trips between islands. 





The response to last 
month's plea for help 
has been pretty fair, but 
we still need more people 
willing to do their country a 
service. The following 
contacts have bravely put 
their lives on the line and are 
willing to help you out with all 
sorts of problems... 


Name: PHILIP MX. SMITH 
Address: 8 PARKFIELD 
MENSTON 
ILK LEY 

WEST YORKSHIRE 
LS29 6LP 

Telephone: (0943) 371010 
Times: Sensible hours only. 

Games: Badlands; Cadaver; Captive; Continental 
Circus; Corporation; Damocles; Debut; 
Dragon's Lair 2: Time Warp: F-19 Stealth 
Fighter; Flood; Golden Axe; Hard Dnvin'; 
Hard Drivin' 2; Italy 1990; Karateka; Kick 
Off 2; King s Quests 1 , 2, 3 & 4; 
Leisure Suit Larry 1, £ & 3; Life and Death; Lotus 
Esprit Turbo Challenge; MiG-29 
Fulcrum; Monty Python's Flying Circus; 
Operation Harrier; Pang; Police Quests 1 & 3, 
Populous; Powermonger; Quest For Glory 
(formerly Hero's Quest); Rick Dangerous 1 & 
2; RoboCop 2; Rotox; Saint Dragon; Sim City; 
Space Quests 1 r 2 & 3; Speedball 2; 
Spindizzy Worlds 2; The Spy Who Loved Me; 
Stridor 2; Stunt Car Racer; Super Cars; 
Teenage Mutant Hero Turtles; Terramex; The 
Immortal; Torvak The Warrior; Turrican; 
Venus The Flytrap; Xenon; Xenon 2; X-Out; 
Zany Golf. 

Notes: Would like help on B.A.T. 
Name: ZANY BEN 

Address: 112 CONNINGTON CRESCENT 

CHINGFORD 

E4 6 LA 

Telephone: (OBI) 529 1786 
Times: Until 7.00pm only; 

Games: Altered Beast; Barbarian; Batman The 
Caped 

Crusader; Black Tiger; Captain Blood; Chaos 
Strikes Back; Colorado; Double Dragon 1 & 2; 
Dragon's Breath; Dragon's Lair 2: Time Warp; 
Dungeon Master; Exolon; Ghosts V Goblins: 
Ghouls V Ghosts; Golden Axe; Gold Of The 
Aztecs; Guardian Angel; Ivanhoe; Last Ninja 
II; Menace; Midnight Resistance; Nebulus; 
Night Hunter; Ninja Spirit; Qb I iterator; 
Operation Thunderbolt; RoboCop; RoboCop 2; 
Shadow Warriors; Sly Spy Secret Agent; 
Soldier Of Light; Speedball 2; Starblade; 
The Sword And The Rose; Xenon 2. 
Notes: Needs help with the crocodile on Level 3 
of The Last Ninja IL 


Name: ADIL CHAUDRY 
Address: 298 GREEN STREET 
UPTON PARK 
LONDON 
E7 8LF 

Telephone: (081) 470 8580 

Times: 5.00pm - 10.00pm weekdays, all day 

weekends. 

Games: Batman The Caped Crusader; Batman 
The Movie; 

Beach Volley; Bermuda Project; Chase HQ; 
Chase HQ 2; Continental Circus; Daley 
Thompson s Olympic Challenge; Double Dragon; 
Double Dragon II; Escape From Colditz; 
Future Wars; Golden Axe; Indiana Jones The 
Graphic Adventure; It Came From The Desert; 
Leisure Suit Larry; Lemmings; Lotus Esprit 
Turbo Challenge; Maniac Mansion; Midnight 
Resistance; Midwinter; Monty Python's Flying 
Circus; Murder; New Zealand Story; Ninja 
Warriors; Operation Stealth; Police Quest; 
Rainbow Islands; RoboCop; Shadow Warriors; 
Supercars; Xenon 2; Zak McKracken. 

Name: SEAM US SLATER 
Address: CAPRr 
GEORGE STREET 
SHOEBURYNESS 
ESSEX 
553 9AB 

Telephone: (0702) 294383 

Times: 6.00pm - 9.00pm weekdays 

Games: Corporation; Killing Game Show; 
Operation 

Stealth; Shadow Of The Beast 1 & 2; plus 
loads of cheats for loads of games and any 
technical problems with the Amiga. 
Notes: Ask for SHAY-MUS not SEE-MUS. 
Enclose SAE for written hints. When Seam us 
completed The 

Killing Game Show he telephoned Martyn 
Chudley (the programmer) and discovered that 
his score was higher than any of the 
Psygnosis' team, 

Name: STUART GIBLIN 
Address: 3 HARRISON WALK 
CHE SHU NT 
HERTS. 
EN8 8PT 

• ARE YOU ONE OF THOSE PEOPLE that can 
complete a game just by looking at the box on the 
shelf? Does the list of games you've clocked 
make War and Peace look like an NHS 
pamphlet? Are you willing to offer your vast 
gameplaying knowledge to the rest of mankind? If 
so, we want to hear from you. If you don't mind 
gamesplayers writing and phoning at all hours of 
the night, asking how you find the Mystic Sword 
of Zu to drop the space-platypus on level five, 
and if you want to sea your name in print then 
you MUST send us a list of your conquests, along 
with your name, address, telephone number and 
computer. Tell us when the best times to call you 
are and any other special requirements you have 
and we will set you up as a lifeline to the world, in 
return for which you will receive a free piece of 
software of our choice. Send all the details to 
Contacts, The One Magazine, Priory Court, 30-32 
Famngdon Lane, London EClR 3AU- 
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INDY HEAT™ is fast and furious racing action where a decidedly mean 
streak may just keep you out in front. 

With the money you win, plan your attack for ten different circuits - 
do you play safe with better brakes or go for it with more engine 
power? Do you boost your turbo or your crew ? - 
the decision is yours. 

With a combination of skill, nerve and a few dirty tricks 

fl<r - _ ■ ■ *_ ■ * m * mm m 


(like running over other teams' pit crews!) maybe you could end up 

being showered with champagne A 

and Tcisses. 





OFFICIAL SECRETS 


FOR ADVENTURES AND ROLE PLAYING AND MORE 


All the berrafits of Special Reserve plus; 

. Confidential. 

Our 32 psfle bi-momhly magazine is 
esswfcal reading to i?>qbb interested 
in adventures or role-playing games- 
Written by enpflrts, Conficfeitfisi has 
covared everything 1rorn How to HOS1 
a Murder m Which F16 Flight 
Simulator? Our agarHs, led by the 
Master Spy known as "The Boas 
Upstairs". £*ek out (tie secrels of 
flPC's, PRP'S, MUG'*. PBMTS. Leisure 
Suit Larry. The Russians. Elvira 
:M'C more 

Choose one free (or Atari ST 
Amiga or IBM. Please phone it you 
have a ciiflarent machine. 

- 01 Cofporption. ACE StfJdr 

"Probably the most influential 
flame of this genr* making lhis 
an essential addition to your 
collection. Zero SBid: Jf you liked Dudgeon 
Master you'll lurve this. 
01 Srirt City, ACE sard: "Ssm City is a 
politician's ■ or a gamasolayer's • dream 
comparisons spring immediately lo RlfflO 
with Populous, . but Sim City seams to have 
much more depth... '. CiVG said: "Sim 
City is Utterly MT 

wanned Weekday* until Bern and on Sundays inoi en 0&98 number) 

Written by Magnetic Scrolls, authors 
Of Wonderland, MyTh is a mini 
adventure set in Ancient Greece. 
In it you'll meet The Ferryman, 
cheat Death and face We nine- 
headed Hydra. Myth includes the 
famous Magnetic Scrolls parser and 
graphics and is included in the price 
ol membBrthiO- 

Amtg» format tmtd: "An axcettent adventure 


*3l 




witty, tunning and 


iusi plain oood lunl If you liked Fish! you'll probably m this, 
because they're very similar fcn styte: you may even ^'"r MjJJi Is 
that good !■ CU 90*. Amiga Formal 87*. TQM 85%, Crash 91 % 
Official B&cnta Annual UK Memberahlp 

Sfm^r^^ + nwrii^^ ZSpW 

UK £29.99 tEC membership £54.94. WORLD Member . 

Or join Special Reserve only UK S&.M. EEC ES.OO, World £10-00. 


ES LINES 0279 600204 


"we only supply members butyol ican ordef i as 
there is * surcharge of sop pe.p g*mr for telephoned 0rl*lpi 
iplease print in block capitals) 


Name & Address 


Post Code 
Computer - 

Payable to: 


Tel. 


Special Reserve or Official Secrets 
P.O. Box 847, Harlow, CM21 9PH 


□ 


Existing membef s please- enter 
your Membership No. 

Special Reserved UK, £8 EEC, £10 World or 
Official Secrets £29.99 UK. £34.39 EEC, £39 99 World 

Corporation I 1 „ with Sim City [ I ONE1D 

and Myth I 1 and Myth ■ — J_ 

PLEASE ENTER MEMBERSHIP FEE 



Item 


item 


Ham 


Item 


Saftwa-9 Prions intHlXl* UK sr EEC Pasldfle 
WwH sfltrwarfrordsrs ptaaae add E1-0C Pfir l?ni. 
Fir ron-wftware nam? sutfi 35jo"kIk:mE. ar bank daks 
P^ast, .=tM l o% EEC or ?!>*i. WC'Irj can aae 
Qv^bme wbsrs rruEl bu paid by cr>ouiL card, 


i W 


Credit card issue/expiry date 

*CHEQUE/*POSTAl. ORDE WACCES&'VlS A 
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AMIGA and ATARI ST Shockware 


.2999 
.7.19 


re r?rT 

30 00HSr«XTIO« KIT 

3D POOL 

ftfjfj ATTACK SLfl •■ ■ 

A1'3 TANK KILLER <1 MEQ| 

*nao UUNGECN MASTER ASS 

*U4D HLNQEOfi UA&TEH A£S 
ADVANCED CEgTRQVER SIWUUT 
.ufRIKAGOHPS. ... ... 

Attr«= CAN Cr HOCKCV 

AMNIOS 

AMDS KMMBBCM 
ANT HEACS ICFTD 
ARCH IP LLANOS 

SEODON 
ATOMINQ.. 
AWESOME ... 

NtmM** Mgfc f SHIRT) £45 

BAT (UBJ SOFT) r- 

&A.T (UBI 3QFTI |+ SOUND CAFlDj 

B3S JANESEtNOUH 

BAAL 





egi iase a 

. 5.99 ...199 ' 
„ 17 48 

.1T.4S 


AMSI 

- r ,n ,s of^urv c™mite dux. ninja 
wwnigHs, shiwqb. ssfwgw si i s.m . 

Fl WHtS-LH" FRF EULt.1 ;MOWI^T=H Z\ . 2' 93 • 
HE ."JTRUCfcP .it-.4$ 

iTC«£. . » «• 

7.iS 

Sf" (2HS| (W| OR IB+) 13J« 

. 5{2-5K5'J|iOfl rr*) MM, 

CM aiTLET 3» .T W 

ETTV5BURu (AWCl IBS DWVE| 1? « 

TYSEiURE.:£Si:. . -T* 

IC 5C«PILER .. 23>B 


-.1 99 


^7.49 HILUj 

1«.49 ...UMS 

,0.49 


..1E.93 


.13,9e 
...73* 


.16.4* 
15» 

.■'lS.49 


■ 5 

1699 
...7» 
.15.95 


16 99 
.14.99 
.1TJ.99 


HUNT 
HUN 
I IS'RH 
IMM" 
WPEH 
INDIA 1 
IHFESI.i 

inf 

ll,-r 

ITC 

i\'AN ST, 
J. H 


BAGKGAMMCN ROVALE .. .. 

BADLANDS 

BALANCE GffOVitH 

•3ALLIST1X 

EnkLLVHOO jlNFlOCDWl 

BARD5 TALE 1 

FjAHOE TALE £ 

BARDS TALE 3 

BATTLE CCWWAND.iD'S , 
SETTLE Or BRITAIN DRll/E) 
BATTLE SOWAOsnN 

i>,TTL r =;rAFty ■mrqgino 4 &wj.:.*i/v:M n ^ 
fja'-tlE.etcrm 

? 'WITH T-5HlFSt| ^jm.. .12.99 

§eS? 6ELLEr15 (SIM iBP^Sl 1 ?.99 ... 1*9* 

f^r _ F(AVAL ,J ■ IB. Bo ■ i*™ 

BE-VGHD ZOHKIINfifCOMl .. -7.*P 

BILLV THE KIDJ^ 

HI fj Pf lWH „ .-d 98 

iLdf^AVCP CAIA C SK 7 -do 

jsF 5 ■ » 

gnirc?E player 21 h iALAoncA i9.*» 
ButKROoeRfiissn JMJ 

CADAVER J«3 

CAPTIVE f* 

CAHRIEHCOW^ND .... 
CeNnjR™ DEFENDER OF ROME ...ir.48 

CHAMPION OF THE RAJ 16** 

CHAMPIONS OF KRVNN I '.VEGl . . .19.99 

CHAMPONS CP CTfVNN CS3I) • » 

CHAOS 5TP. KES SACK . .. .1Q-99 

I CHADS- STAKES BACK (1 HESJ ,*(• 

CI • *05 H- HIKES BACX EDITOR ■• •«•« 

CHAlie H.Q 1 IO.S DWVEh MS 

ciiira chaliJnoe i«« 

3HRONQQUF5T 2 . . T ?3 

CHLjC*! FHDCK 0.69 

CHJCK. tEMEH'S. AFT 25 17.4* 

clouc kingdoms ii-isa sirri 

GCL€NAME ICEMAN (1 ueEl l&SJ . 
^ChQHT FIGHTING FOR R3ME . .. .16 ea .. .18.99 
CMNEIS BEQUEST |1 MEG) .ID'S, • ■ 

CONQJE5-S OF CAMFLOT .;i MEO| 25 ■« 

CCflE CQJ&.E PACK |TCn-.AK 

the warriqh icar-vufi b.99 

cdrfqratcn 

CORFCHaticis misf.c« cSK ' c 

COHHCPTON|MBCPOLL5:i 6S« 

DAMOCLES 

DAM!TGLtS MISSION Dl£< ' 
□ AMCC.FS MltS'ON DISK. 2 . .. 
CAS BOOT iTHp BO AT - SUB SIM| 

DEADLINE |BUCGET> 

DEATH TRAP 

DEFENDER Of THE CROWN .. . 

r.F.f- VU 

DGJAVU 2 

deluxe MUSic-coNSTfiser .... 

DELUXE PAINT • 

nEu^Sos;;;::::".".: mm 

C'3NE W ANIWATIOM E-TUDIO «9* 


RMANS I 
F TMCVEt (lAfl 
T ... 



lie va.n inTEPPREteh 
i KHWN 


rEC&(DiS DHIVE1 
*RA1 


3E.D9 

..SUM 
16 49 


LLHI. 


..I lift!? 
..E.S9 
,JUN 
..IS.Fo 
. f« 
..1E.BB 

...T.4ft 
16 99 
19 19 

TttFCMUN) 

TflLUCB 

RSBJIUC E-^DEz-i 
COLLECT'ON i.J'5'i 
D HIJfNX (INFOCWi 
ADOCLl^S icigita;, . . . 

5HAIJC^^ , l , , 

OCTOBER 


IN" 

IN 1 2 ICS DRIVFl. 


ri'wiEG|i.C>'3C«ivE; 


.i5."o 
■ ■ 

.. 7» 
.15.99 

"..B,4fi 

■f r,a 

.. se* 


7.i.D 

.'fl.8fl 


...e,4* 


.'das 


17 4» 
.17*9 


-i 


Ll£ VX 



SE - *** 

THE KSERT 0 MEI31 m.99 
RTTECPF POAD H ACER ...18.09 

GOLF + 7M 

U\V^L- COURSE* 

_NTC&JR5ES ....10*9 

S PCWY 1 « « 

UBLDGfc l*- fi 6 

jrtFAN rjISC. S-JBLOnCi ■ 
F DRbD_ 

CAD ? rftfiPREADSHESTi 


ST fEPrT 

PDWERMOWCEH CATA D'SK 1 ',n<&\ 

1 a DD SOA'CP WD-lXS I VAKIP _AT> ^LUS 

a I 6fl 5PRE ADSHE F", r,nO AOHCS z 

W.4B- iWroriLEWCTAJBABE) _ 

»49 PHEDATOR S ..,,1699. .11 

.7 49 PPESOENf ELECT ISSII ■■■■■■■ 

1J« PRINCS OF PEHBlA. .. 

15 99 PRO TENNIS TOUR 2 l7 fi 3 

7 99 FRGPHECV ■ VIKJNG CH ID • ■ ■■ 

•'nag p^c-=st v-ORD phdcESS0RV4 .h 
PjB.sheRs choice dt»ov:gi 1 

i-i4= PiJRPlE .£/'TURN rjAV 5.99 ■■■ 

» » QUEST FOH SLQRV [1 ME04 ifilERRA, 25.43 . 1 

QUFST FOR GLCH^f 2 1' MEOl 2*43 .251 

^iJESTPON 2 IfiSH 

HA^ncWi'TVOOQH 

PAINBDrt ISLAND 19,4?...* 

54M3EH3U3. • " Ht _ 

RISK DAN0ERD.J5 2 ... ^ 9* • -IJ 

HOAP/JAREUFlQPA(5S^ - ^ 

HOBOCOP . , ]|'" "J 

POESGOP 2 ID'S DHIVEl Ib.BS \\ 

rocket PANGE-ri ... fl-aa -.J 

HD^<C'S jRIFT ... 

RUBICON • «■« ■■■ 1 

, S.TU.N RUNNER 4-« .I J 

99 SEA5TALKE«:INFQC0M) I u.99 

fl «9 SECPET OF MONK.EV ISLAND ' 6.33 . 'II 

E S3 S.WA.OOW Of THE BEAST i.D'5 "JRIV=i . 7 

7 4fl BHM>CiN IVAPP.OPS 1t '-*' 9 

SHAODrtGATE 

SHERMAN Mi ..... . .. j^j, 1 5.33 

SIFRHA TP.PLE PACK |COLCh,=LS 
i'-ClJEST. CDNCUEST5 DF CAMELOT. 

CD^ENA^E ICEMAHl \\ WEG| 

SLEfcT 5ERVICJE I.SUB Slkll .... B.99 

SILK-AQRM 

SIM CI" 


Kl 

■ : RE 


.ll.flfl 


CFF 

DFF2(&'50HIV€ 
OFF J FINAL W< 3 
OFF 2CIANT5 OF E 

F ? HETUPJ* tc e 

OFF 2 ■ WINNING Ti ' 

LCVE& 

G CLOUD |C« DPJVEl 

GAME SHCA 
iVCPOS 2 C fW.PROCESS 
QUES-T i |1 ME5j ISIER' 
QUEST 4 |5lERPA| i'^'5'i 
OF LEOENC 


14 99 

. 5.99 

13.A9 

(pX} . , ..1D.4B 
OFE iD-S'i 7 ga 
"OPEi'D'Sl 7 99 


5'MC TY TERRAIN ElJlTO** •<J4!1 

£KLLL ANDC3CSSEJONES 17^« 

SKVChASE 

SKtt^j* .mm 

SDR^ERE^ ;bjdGETi 
50RCFHEH IINFCCOM! 
HARRIER 2- 
_ EST 3 l3lfiR 

SF:ED 

SPFFCBALL 2 

, SPEJ.SOUNC jjjjjjj.; 

1 4 43 3PEI lB^E^KER UNFOODMl 
4sf'9Si' .. . SfMNDfZZY I 


.1«.1 


.163* 


..4.«9 
,.B.4S 


699 

.25.A9 


.. 69* 
1 3.49 
.1D.*9 
...T.Bfl 
..7W 


KULf 1 
LANCE 
I AUE 
.EA~HE 


T ^LEVEL 9f 

IJAD 

ODDE5SES IBUDQFT 
jdce&KS hMPOCOfl 

-IE F.WOF1& .. , 
"LAPffV 1, 2 B. 3 [1 *E<3'. S'i 


LEMMiMjS 1 

l'fe anc i 

LME OF F^EfflltJJKI^L . 
LOMBARD HA£ rT 


■n no 


.4.99 


CHALLENGE .. 16 SS ...lfl.69 


399 LOOM ICVS CKWE; 
..J.99 ...3.99 LOTUS ES^nCTURI 

rtBB ,e.aa uuRif Afi horror |in 
is +9 . hi tank platoon .... 
9 49 .j 49 mean streets ip's drwe;. 

MEflATRA'.'F.'.EP ' . 

MENACE 

MEHCENARV ■ ■■ 

^PCHbJSiT COLONS 1 

METAL MASTERS 

MIDHOPFQSE soccer ... 
MIDNIGHT RESISTANCE *49 


11 .99 ... 1 1 99 
.U W 3 99 
7.33 ...199 
. .■ -i<i 7 33 
45 99 


MinwiNrEP 
HQ 26 FULCRl**.. 
WGNSTER PACK 1 ISHADC'W DF T 


17A9 BEAST INFESTAT ON. NIT 

»«g3 **"| nUf£{ 2699 .... MQNTV PYTHONS FLVING 

ssgaaa"" 8 ^*™^ ft£"r?s "arKd.Si ! 

idlB* NAM 1988-74 

13.99 • 


SP P. T D- EJCCAI 'RUH ... I9.« 

SPV WHO LOWED ME T « 

STAH RAV -rim," 

S'ARCRO&SdNFOCOMJ 

&TAHFLGHT 17 49. 

STARGLICEH 2 7.93 

- .6 49 STATlONFA^u -INFOCO^I . •• . 

19.43 ...16.99 3TUNT CAP RACER "J^ -J 

»56 .it,43 super cars 2 isje...n 

1S£« B.JPbP GRIDRCNNEP. . ••■ 

t£S sUPE=:VrJHACC'OHAND PRIX .1«.96 

214<1 S.P t ^;5E PER&DNAL ? :OATABr.SE) 71.43 . 
IB 48 SUPFRPLAN I ' MEOJ ,SPREAD5HFET |. .. - .49 

. .5.99 SLfpCMA^Y £tf • 

SWITCHBLADE 2 15 ™ 

gyjijy 1.'.99 

SWORD OF SCOAN 9.99 

"=AM S-.J7LIKI . 1E.93 ■ 

TEAM YANKEE ■ 1B.4* , 

11 49 ' ^ENA3F MU fANT HE FlO 1 URTLES ft n 15 99 

■6 39 TF FNAGE QUEFW |STfllP PQKEH| "1 49 

15.3* TESTDHlVEi , 

lew THE LOST PATROL 18.43... 

THEME PAHKMT3TFRV 5-« 

THHEt STOOOEB )CI WMAWAHE; .. 6» _j 

-.IJNnFHUlflCS . i9S 

THUNOERS'-HIKE 

.5.33 TIMES OF LOPE , W 

ia.O* TCta .,- ■ 

16 99 TOUHriAMENTCOLF 

19*J TOWER OF BABEL yrsil 

.5A9 TC-VDTACEUCAGT PALLY ..^ »■!««"■ 
6 99 THIAC VO. ? IMENACE.BAAL, TETW3J 7.99 
TRAD VOL S lSPE=CeALL. B.COD 
MONEV ROCKET BAN*3Efl| H.Bfl . 

utt uNrocriMi 

ruPio "UP IWITH CAR! 

TUH* SlCER ERAFHICS-ANIVA- ON 11 4D 

nS^Sm* jjjjjjj™ 

%'SPnFTS3*S[ETBALL.CINLUAWAFIE:. «' <i<i 
T w PHCON 0~ sTf%el . 19 » 


.161 
. .15.991 
. .19 93 
..'E.43 

- ts am 


.9.19 
.1ft 49 
..19.B6 
H49 


Cf=AKKHEN 

fVJNEEON WASTFP 

DUNGEON MA£'ER |1 MEG| 

DUNGEON MASTER EOrrOR 8 99 

U V NA5TV WARS , ■ f-43 

E-MOTION.. S- 4 * 

t AST-;=l WEST ■ 

EQO PHAWTCMB 

p'^HA MISTHEfA OF THE DARK 'L : - 
ELVIRA . MISTRESS OF DAPK f MEG'I 20.49 

ENCrtAhTER IBJDGEri . 9-48 

cpin , 

ESC APE "F RDM HINGE'S CAS-TlE ,. „ ,t 

ESWAT (D>& ORIVEJ. M 99 

EUROPEAN EJPER LEASLE . . ^E-Sr 1 

EVF OF HOPUS 

E V E OF THE BEHOLDEN |B& I P MF>5., 1 

F1 5 STRIKE EAGLE 

Fl E STHIKE EAGLE 2 

F 1 6 FALCON ..M...- 

FlSFAl CON MISSION DIEK1 
F16 FALCON MISSION DISK 2 

fl9 INTERCEPTOR 

F13 STEALTH FKSH'ER 
r29 RETW.ATO^ •■^r' 
FAST BREAKiBAWTrTFJALLI 

WlflflM „,..UL49 

', Vlb B^IWS-CNE 
5H 1 IM.SCHOLlSi 


■AM . 
\4 49 ■ 
1699 
8.99 



NAVYS.E.A.LA. 

NEBJLU5 2 

Nf '.'Erl MIND 
NIGEL I 
NCH -1 aHII_ 
Hlf'-.-!l*«r)»-L ••i:CAI5H=VL: 


pSahON HARRIETS DRIVE, . .'" " .: is!* WARLORDS (1 MEG, Tf^ 

prrtAroN lmla.ti- 'd s uHr/Ej ....ib.bb . welltws ....... . / X 


19.49 
.14,49 

16 SS 
...C.49 
7.33 
..!fi.99 


?1 99 


.17.49 
.14.49 

■4 45 
..99* 

15.49 
.lfl.*9 
.I E.43 

.<iM 

.6 4= 
..7J» 
.16.99 
.18. 99 
..2I.39 


ULTIMA £ 
ULTIMATE P'DE 
CNfoFHSAL mi^.TJ 
UMfi ' C'VIL WARD 
UMS i VIETNAM W 
UNINVITED 1 ■ 
UN^UCHA/JL 
VIRUS 

VIZ 

vOvaS=P 
WAR GAfJE 
WAPI-EAD 


' SW3 -1 MEO; 


.15.99 
,15.99 
..2D.49 


OPERArON BIEA-.TH n S JHIvCi 
OVFHHUIS (1 UEGliSSi;.. '9 99 



^TWOR^rART'PACKAGE,. ^ i* w^PnGT^ 1 '' 

. PANZA KICK BOXING" 15.99 16 » WIPE OUT. 

3.33 ?AWN iM.SCROLLSl . .. . <» ^D F RAC^ 

FGAOOLHOUR 'G.99 .SfPACKi'MEG 

PHOTON PA.NT ^ jgj^jyJS 

PLANETFALl^DGEri 9.49 

(JLAVER MANAGER 13.49 

FOLlCECllESl 2 I' MEGl iSlERPAj .25.43 


WHEELS OF FIHE . ../ I • ■- '9 ?? 


. 949 
1i i9 


eMAWfcAEl 

juErj"/^: 


25A3 
1993 


yi'i " J PCI ICE &-ESTJ iE'EHPA/ ID'Sl ... 
'ti 19 J F^LCFRAD^GE,1W=G|0SSI; .19 99. 

Pf^LLOUS FSjHMIShJ _AN;^ V4v *V 

POAER LP lOHASE H O 1 URP-CAN X pUT 
4ITEHED BEAST PAJNBOW ISLANDS, 19.93 ...19.99 
POWERDHIFT J-™ • *' 

SB P^V'ERMCf !?3ER ic^3 cftiwEi .. .. .. ...iasl . ..iiw 



ACPKRFN^H 1.3 
WRATH CF THE DE 
SENOWOHPH 
KFNOyCRPH \ 
M.CNON P. MEGAJS-A5T • • ^ 

kfhos . -\. 1% *r ■ 

™ ----- '.IS 


ZORK 1 UNFCCOMl 


».4B 


ZCRK ? i 
20flK^INFr,__ 

ZORVl ^BUDGET] Mfl 




1*99 

.. 5 3D 
l«-3ft 


^7 4\^ 


S 49 

M. 
; An 

. 5 33 
^16 96 
> 33 
r «B 





16.99 

M 

■ili 


...4.99 

m" 


46 

7l.4ft 

■i: 


UM . 

19.9* 

]D 

15 33 

H 

1 7.9ft 

N 


CM . 

l«.*ft 


19.49 

H 

156ft 

is 

..3.35 


145 6ft 

.is . 

1C.49 


5Jft 

.H 





1 3.35 




It Jij 

LW . 

1A.4S 


' 1 -IS 

H 

IS 35 

H 

.» . 


13.64 


3.39 


. .5.4ft 

.49 


U 



15.4? 

H 

1?49 

=5 


H 

141.H 

H 


Id , 

£349 


. .i.49 


4.49 




134* 

H 


.49 

I4.4S 
. .2.64 

5? 

49 


J 9 


J£ 


=:« 

.19.59 

H 


M 

.13.99 

H 

364 

.4? 



"i a'.'4s 

is" 



1355 

R 


3D 


4i 



S.4S 

39 

■64 

H 

.IE.99 

J9 


= 9 

. .3.59 

H 




m~ 

6-44; 


I Specia[ 

V ■ 



| Reserve 

CYBERZ1NE 



Nintendo Gamebov 


Qlf.c j UKVe'Sfon. Free Shock wu re holsters i membership. 



Si 


stereo fit^pJIertes amf batteries 
t FREE Special Reserve membership 
* FREE Shockwaffi Gamebov bolsters- 

GamebqySoftware etc ;MORE SOON) 


71.99 


ALLEYWAY 16.44 

&ALLCONKJD 1B.49 

DOUBLE DRAGON 16-49 

GARGOYLES QUEST ...16.49 

f OQUF 16.49 

KNG OF THE ZOO 14J.49 

KWIRK 16.48 

Q(X 1B.49 

REVERE OF GATOR ...ie49 


SOLAR STRIKER 16.43 R 

SP1DERMAN 16-49 

SUPER MARYLAND .,,16.49 

lENNfS 1649 

WIZARDS AND 

WARRIORS 16.4* 

9HOCKWARE GAMEBOV 
HOLSTERS + BELT 799 


Atari Lynx 


QHiCial UK Version. Fre« Special Reserve membership. 



Lynx + mains powerpsek iosserrtiel) 4 4f\ f\f\ 

* fnufti'pfayer lead A CalilOfttiB' Games f i vv 
+ FREE Specie! fle#*fl* membership 

Lynx Software 


INEVITABLY, SOME GAMES SHOWN MAY 
ii ' Mediates Lid. Reg. Orltco; 2 Sou 

^jnnridgKiworthp JJ 


... \ 


3D BARRAGE 27 49 

720 DEGREES .27.49 

APB 27 4ft 

BASKETBRAWL . 27.4ft 

BLOCK OUT Jr.4fr 

BLUE UGHTNING .... 21 99 

CHEQUERED FLAG £7.4-9 

CHIPS CHALLENGE ,21 99 

ELECTRO COP 21 99 

GATES OF 2EHDE00N ■■ ,.t\M 

GAUNTLET 3 27 49 

ami: hunner 57.49 

KLAX .27.48 

_Y l 4X CASlNtl a > 49 

MS PACHAN 27 49 

NR. Sl.PI-R.*:.WL 2? i!J 

PACLAND 27 4ft 

PAPERBOY 274ft 


PIN BALL SHUFFLE 
RAMPAGE . 
ROAD BLASTERS , 
RQ BO SQUASH 

RYOAR 

5. T.U.N RUNNER 
SCRAPYARD DOG 

SHANGHAI 

SI.SrffcWQRLD 
TOJRNAMEiNT 
CYflERBALL 
TURBO SUB 

VINDICATORS 

WAH6IRD5 

WORLD fAlP SOCCER 

XENfcPHOBE 

XYBOT5 

ZALOR MERCENARY .. 


ATAfll LYNX CASE FOR LVNX ACCESSORIES & GAMES 



SPECIAL RESERVE CLUfi BENEFITS INCLUDE; 

* NRG (Energy magazine) News, Reviews and 
Graphics. Screen shots, pack shots, charts, latest 
Giga-Savers. Game reviews in every issue. Night 
City Cybertoon and the kill-or-die adventures of the 
Cyberpunk NAG street gang - It's Cyber-fantastic! 
NRG - bi-monthly to all Special Reserve members. 

* Release Schedules, sent bi-monthly with updated 
catalogue information. 

* Sales hotline, to 0pm weekdays, 5-30pm 
Saturdays and 5pm Sundays. 0279 600204 

* Fast despatch of stock items individually 
wrapped . 

* Written confirmations {receipts} sent when we 
receive each order. 

■ Catalogue, Membership Card 4 Folder for NRG 

* Refunds or change of order on request rf delayed. 

■ No Obligation to buy. We do not require a signed 
contract, nor is there any age requirement. With 
Special Reserve there are no hidden costs. 


ANNUAL UK MEMBERSHIP 

UK £5.00 EEC £8.00 WORLD £10,00 


£6.00 



Commodore Amiga 

In stock at ttmt &P publ ication. 


Sega Megadrive 

Official UK Version. Free extra JoyparJ and memlMrship. 


Megadrive Software 



Megadrive * Attortd emst + joypad 4 qq qq 
¥ FREE extra TURBO Joypad ' vV. J V 
+ FREE Special Reserve membership 


A = TE*1BURN£R 2 ... . . E7.99 
AlEX KIUU IK THE 
ENCHAMTEfJ CASTLE 24 49 
ARNOLD RALMER GOLF ..27 9ft 
ARROW f\ ASH 27 
B*rr.E SQLADflQN 3199 

BL.JCOKAN 31 .« 

COLUMNS 2d^ 

CflACKOOWN 27.9S 

"Y5ERQAL 1 27.99 

DHCKTflACY 31 .93 

DYNAMITE OUKE 27.» 

ESWAT 27ftS 

FORGOTTEN WORLDS ?7.ft9 

GAIN GROUND 27 99 

GHOSTBUSTERS 27 99 

GHOULS- N OHOSTS 

CCLDEN AXE , £7 9ft 

HERTOG 2WE1 2749 

ISM tOO .2ft_49 

J6 IXJUGLAS BOXING jrgs 

JAMES PONO 31.99 

vCHN WADCCNS FCOTSA I 3199 
LAST BATTLE 27.M 


MICKEY MOUSE 31 99 

MOONWALKER 27 99 

MYSTIC DEFENDER S7.» 

PGA GOLF TOUR 31 99 

PHAN1ASVSTAR 2 46 99 

FOPL.DL.iS 21 £9 

HAMBD3 ?4 4B 

RE'JENGE OF 5HINOBI i7.3* 

SHADOW DANCER 27 9B 

SPACE HARRIER 2 i?W 

S "'RIDER 3&a» 

SUPER HANG ON 27 9ft 

SUPER LEAGUE EsASEBhALL 27.93 
SL PER MONACO G'PRl)! .27 99 
•SL'PFft HtAL BA£^E T DA^L V.- m 
SUPER THUNDE R0L AOE 27 99 

$ WORD OF 5COAN 31 £9 

S'WORD OF VE. HMILLION .. .35.99 

THUNDERFORCE 2 ,27 ft9 

TRUXTON . , 27 5$ 

~Vi N HAW< . . £7 30 

WORLOCUPrTALlASa 24-49 

ZANY GOLF 3 . 49 

ZOOM 24-4& 

POWER SASE CONVtKlER jRurte Ha=lnr Sy^fem Gajr*B'< 2S « 
1URBO i'FAST FIRE| JO'VPAD , . U 99 

SEGA MEGADRIVE ARCADE POWER STICK 3*' 99 

CHAMP EXPLORER JOYSTICK .,, ig i9 g 

" 



Amtga 500 Screen Gems Pack rtifl flA 

COMPUTER WTTH MOUSE, TV MODULATOR, BACK TQ (Z1U WW 
THE FUTURE 2, PftT 5 OF THUNDER, BEAST 2 DELUXE l/iV I V 1/ 
PAIMT2 4 NIGHTBfieCC, 

Amiga Peripherals 

PHILIPS 8633 ARTIST COLOUR STEREO MONITOR 269.99 

AMIGA M MEG HARD DRIVE (AUTOBOOT WITH 

KICK START, SOCKETS FOR 2 MEG OF RAH, 

SCSF INTERFACE FOR PERIPHERALS CONNECTION) . 269 99 

CUMAMA EXTERNAL Z.S" S80K DtSK. DRIVE ,..79,99 

AMIGA A 501 S12K RAM UPGRADE TO 1 MEG. 

(GENUINE COMMODORE FTEM WJTH CLOCK) 44 £9 

ZVDEC S12K RAM UPGRADE TO 1 MEG WITH CLOCK 34.99 

NAK5HA MOUSE, BRACKET AND MAT {AMIGA OR ST] 24 flB 

COVER FOR AMIOA 339 

COVER FOR MONITOR 5 99 

KINO WORDS 2 (WORD PROCESSOR) 19 9g 

POWERWORKS SUITE INCLUDING KINO WORDS 2 WORD 

PROCESSOR, MAXIPLAN PLUS SPREADSHEET, 

INFOFILE DATABASE AiND MAIL MERGE , 3S 44 


Disks 'n bits 


Joysticks, Mice etc. 


UK Postage included. EEC add 1D%, World add 25% 



Back Row (left to right) 

Ovfckjoy Supercharger (ST, AMfCA ETC) 10.99 

Quickjoy Je! Fighter {$7. AMiGA ETC} ,„.. . . rrj 13.99 

Ooickioy Superboard {ST. A MtGA ETC) 1 7,99 

Ouickjoy MS} 5 Pin Joystick tor IBM PC 15.99 

OdJi'ctefiCkf Watrior 15 Pin Analogue for IBM PC , .., 12,99 

\FrontRow 

ICwnpetilion Pro 5000 Mean Green 10.99 

Competition Pro Extra Glo Red 13 r 49 

IflaksbB Mouse and Mat For Amiga or ST ,. r r ..24.99 

\Ccmpetition Pro Extra Qlo Green r .. r -. 13,49 

Competition Pro Extra Clear Autofire „. 73.49 



Amiga $T Joysticks etc. not shown. 

COMPETITION PRO MM BLACK 10 

COMPETITION PRO WCO RED/WHITE 9 

COMPE TiriON PRO 50CO WHITE 1 & 

COMPETmON PRO EXTRA COMBAT 1£ 

CONTRIVER C620A ATARI ST MOUSE 24 

ElJflOMAX. COBRA JOYSTICK ... 12 

GiJiCkjOv irjFPA HEO JOYSTICK 34 

MOU3E MAT IQUALITY SOFT MAT| ,3 

POPULOUS.'FALCON LEAD fNUUL MODEM CABLE 1 , 7 
HOUR PLAY EH Ai/ G.\ A^AHI 5T JOVSTiCK ADAP'OP 
I FOR HICK OFF 2. LEATHERNECKS, <aAU*ITLET2 AND 

TV SPORTS BASKETBALL FITS PRINTER PORT} 7. 

IBM PC Joysticks etc not shown. 

COM T ITION PRO PC STYLE $ P*4 <\&*\ . 1^49 
DYNAMICS I9M GAMES CARD WITH TWIN 

JO VSTICK PORT INTE RFAtE (9 Rllfl 1ft 9ft 

rjV-4AMIC5 3"AR"ER PACK iGAMES CARD 
CCMPETlTlON PRO JOYSTICK. ROBOCCP BA5EBALL 

VICTOHY ROAO WIZBALLJ 39 99 

EUROMAX IBM ANALOGUE 3Mf |15 PIN) JOYSTICK .. 10 &y i 
CJICKSHOT QS-120 DELUXE IBM GAMES- CARD WITH 

TWIN JOVSTlCK PDRT INTE RFACl i 1 !: PlNi 14 K 
CONTRIVER MIJL'I DPI MCJSE, MAT. HAIDER AND SOFTWARE 2S 99 
SOUND BLASTER IBM ST£ REO-MUSICVOICE/SOUND BOARO 11 9 ft9 
SOUND BLASTEH BOARD - JOYSTICK t TWO SPEAKERS . , . 1 39 99 


50 
SONY 

3.5" D$/DD 
DISKS + LABEL 

£21.99 


3.5" SONY DSa'DD DISK PLUS LABEL 

3 3" SONY HIGH DENSITY DISK (1.4 MB) 

PL ASIC STORAGE BOX, HOLDS TEN 3.5 ' DISKS 
10 PACK TOK 4S TPI 5.25" DS.'DD DISKS C36DK) 
10 PACK TDK M TPI S-25" DS.'DD DISKS (72CK) 

1 0 PACK TDK HD 5. 25 -1 DISKS (1.4 MB| 

J" MAXELL CF2 DISK + LABEL FOR PCW 

3.B" DISK HEAD CLEANER 

DISK BOX 3,$" (100 CAP) DIVIDERS, LOCK ABLE 
DISK BOX 3.S (SO CAP) Ol VI DERS, LOCK ABLE , 
DISK BOX 3.5." (40 CAP) DIVIDERS, LOCK ABLE 


.59p each 

1,29 

1-50 

6.99 



9.99 



2.99 

9.99 

8.49 

6.99 
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1 NE GRAND PRIX 




MicroPro je 

2 

T 

WWF 



WRESTLEMANIA 



uceon 

3 

A 

BIRDS OF PREY 



electronic Arts 

4 

NE 

FIRST DIVISION 



MANAGER 



Code Masters 

5 

T 

ROBOCOP 3 



Ocean 

6 

NE 

SCOOBY DOO AND 



SCRAPPY DOO 



Hitec Software 

7 

T 

ROBOCOD 



Millennium 

8 

NE 

POPULOUS II 



Electronic Arts 

9 

T 

JIMMY WHITE'S 



WHIRLWIND 



SNOOKER 



Core 

10 NE 

RICK DANGEROUS 



Kixx 


2 YEARS AGO 


1 

NE 

FIGHTIR BOMBER 



Activisbn 

2 

T 

FUTURE WARS; TIME THAVfUf R 



Pabce 

3 

▼ 

KICK Of F: EXTRA TIME 



Anco 

4 

A 

SIM CITY 



Irfog names 

5 

A 

OPERATION THUNDERBOLT 



Ocean 

6 

RE 

KICK OFF 



Anco 

7 

A. 

FT CAME FROM THE DESERT 



Gnemaware 

8 

NE 

THE NINJA WARRIORS 



Virgin 

9 

T 

CHASE HQ 



Ocean 

10 

NE 

GHOULS N' GHOSTS 



US Gold 


ANT ATTACK 


FASCINATED BY THE EXPLOITS of 
those busy social insects, Maxis U 
currently constructing an Electronic 
Ant Colony for your Amiga, 

SitnAttt, the latest, simulation game 
from the creators of SimCity and 
ShttEarth (of course!), puts you in 
command of a common or garden ant 
colony, out to raid some goodies from a 
nearby house. In this campaign, you 
directly control one ant and supervise up 
to 1,500 black worker and soldier ants. 




Apart from 
avoiding 
nasty 
predators 
and rival red 
ant colonies, 
you must 
also gather 
food, dig newl 
tunnels, care 
for the eggs, 
and so on. 

"SimAnt is an apology for SimEarth/ 
explains Jeff Braun of Maxis, "We're 
reducing the complexity of the simulation 
so that players will be able to easily 
manipulate it. We want to add more game 
elements and make it fun.* 

Rnnging an educational aspect to the 
game. Harvard University biologists Bert 
HnlldobltT and Edward Wilson, have 
supplied accurate scientific information 
on ant behaviour. Ocean has the European 
rights to SimAnt and should be releasing 
it later this year. 


HIGH H99H 


ONE OF THE BIGGEST SMASH 
HITS In the arcades last year was 
the laserdisc shoot 'em-up Mad Dog 
McGee, licensed in Europe by Atari 
Games, Influenced by this and the 
spaghetti western films starring 
Clint Eastwood, On-Line 
Entertainment is attempting to bring 
cowboy capers to the CDTV. 

Town With No Name is the brainchild 
of Fergus McNeill, the creative force 
behind Psycho Kilter and Bored of the 
Rings. According to hirm the whole 
project started when he saw a friend 
wearing a pair of cowboy boots! u He 
looked so comical/ comments McNeill. 
"My mind was turned towards the 


whole 
genre of 
Spaghetti 
Westerns. 
It was 
begging 

for me to do something with it/ 

On-Line Entertainment describes the 
game as a Vast interactive feature film', 
with you playing the lead role. The game 
is a strange blend of digitised graphics, 
rotoscaped animation and 3D scenery,*! 
guess the aerial and crane shots of the 
town are my favourite sequences," 
McNeill reveals. ff It gives the impression 
that you're flying around like some 
hopeful vulture." 


T 



510.000 REWARD 
DEAD OR ALIVE 
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...has landed. 

developed in cooperation with 

© Lufthansa and Deutsche Airbus 



VIDEOKID 

Another blockbuster vide* bursts onto your screen and 
you're thinking to Yourself, what can that guy do that i 
can't? The room spins, you feel invincible and .... 
CRASH!,... 

„. You're bottling with an evil wizard in o for off 
medieval world, you have but one mission ro travel 
through 5 time spheres and 20 battle planes out of your 
video!.... 


Available on Atari ST/STf & Amiga 



HARLEQUIN 

Can you mend Chimerkas broken 
Harlequin has returned to his beloved homeland 
Ghimerica to find it locked, inaccessible and broken 
hearted* 

Calling upon a myriad of methods, Harlequin must travel 
across this vast ever-changing land, to seek out and 
replace the four segments of Chimerkas broken heart. 

Harlequin's determination in his task in this 
uliradynamic game is matched wilh equal venom by 
the weirdest assortment of characters ever known, 
Harlequin is played across 850 screens that wtll stretch 
even ike most ardent games players skills. 
Amiga Action Accolade 93% "Harieqmn h one hefl of a feme 
that is extremely innovative, exciting and challenging. 
Ace Trailblaw 900 "Harlequin comes across as one of 
the most athletic games stars since the Prince or Persia 
or the great Sonic himself." 

The One 90% "A superior platform come pviile game 

with hags of atmosphere, 1 

Gomes X. X Rated XXXXJt Gome of the week 

"Add Harlequin to the iang Us* of must buys ham Gremlin. 



That was the year thai was - a cracking 365 days for games 
lovers everywhere. And now you can vole for your favourites, as 
we bring you the third and final chance to influence... 


THI OOUMN 

JOYS' Jit 1 L AVYA;*£5 



r ) ') ' I 



JUST IN CASE you need 
reminding, hhe Golden 
Joystick Awards, Ire 
computer games Industry's 
most illustrious awards,, are 
celebrating iheir 1 0th 
anniversary this year: and 
we're giving you one last 
chance to vole. 

The Golden Joysticks matter 
more than any other awards, 
because the/ re the only ones 
thai you, trie games player, 
actually vote lor. And besides, 
everyone who voles this year is 
automatically entered in a 
prize draw, with the winner 
receiving £500 of software, of 
his or her choice! 

What greater incentive could 
you possibly ask for? All you 
have to do is b let us know 
which your favourite was in 
each of ihe categories listed 
below and well take it from 
there 

Remember, this is your last 
chance to enter - it could be 
one of your better decisions. . . 


/ 


Best Soundtrack 


Best Simulation 


Best Coin-Op Conversion 



43 


HOW TO VOTE 

Simply send us the form below, 
adhering to tne following instructions: 

1 , All entries must he received by 
Friday March 12th 1992. Entries 
arriving after this dale will be 
incinerated. 

2, Fill in every section of the form. 
Leave any category blank and we'll 
send someone round to tatoo 
'loser* on your forehead, 

3, Only games released between 
January 1st 1991 and December 
31st 1991 are eligible. 

4, All entries must indude your 
name, address, daytime telephone 
number [Ef applicable], computer 
owned and must be sent in a 
sealed envelope, 

5, Only one entry per person (and 
that goes for software companies 
too. Voting for your own games 
only shows signs of desperation 
and you would n't want that would 
you?]. 

Easy enough for ya? Send your entry 
to: Golden Joystick Awards 1991, The 
One, Priory Court, 30-32 Fonringdon 
lane, London, EC1R3AU+ 



og ramming Team Of The Year 


Hardware Manufacturer Of The Year 


Software House Of The Year 


Game Of The Year 


Worst Game Or The Yeor 


NAME.., 


ADDRESS, 


DAYTIME TELEPHONE No + 
TYPE OF COMPUTER 


THF < >NI MAKCI I I '■!'■> 2 
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WHOEVER SAID THAT WE COULDN'T 
PREDICT A HIT IF it came up and bit us on the 
nose was about to be sorely mistaken. March's 
cover sported an extremely healthy Pipentatt ia cover 
disk - a then relatively unknown puzzle game that 
was to take the games playing world by storm, just 
as Tetris did several years earlier. Not only did it get 
a prime cover slot, it also notched up an attractive 
89% in our then stricter-than-strict reviewing 
policy, with Kati Hamza quoting, "If there's life 
after Tetris, it's called Fipemania". Score one to us. 

Also flying out of the cover was Glyn Williams' 
Warhead, a huge space opera that had our ex-Ed 
Gary Penn salivating at the mouth and throwing 
93% stores around like nobody's business (the 

Sound rating actually went as high as 

-quite a tune there, Gazl). US 
Gold's classic puzzler E.Motson was the 
other biggie, scoring 92%. 
March seemed to be our 
puzzle-special issue as Gary Whitta 
also took a look at the cult hit Ktax 
in a Work In Progress (which was 
also featured in the Arcades section) 
Brian Nesbitt took a trip up to 
Liverpool for a WIP special, on 
Psygnosis' then-latest range. These 
included Infestation, Awesome, the 
never-released Gore, the recently-released 
Barbarian II, the too-bizarre-to-release Dr. Maiki 
And The Tribbies and everyone's favourite demo 
character, Puggsy. So what ever became of the last 
two, Psygnosist According to their PR man Nik 
Wilde, both games were put into their 'dark 
cupboard' soon after the feature but - shock, horror 
- Puggsy has recently been pulled back out and is 
being worked on by the team that brought us 
leander. We should see something more definite 
later this year. Dr. Mallet, however, is still gathering 
dust and doesn't look like seeing daylight for quite 
some time. 

The other WIP that was to become a major hit 
across the board was The Bitmap Brothers 1 Cadaver. 
The article was a fairly normal one r except for the 
inclusion of a couple of photographs of fish tanks. 
Why; Blame ex-art editor Careth The Mad Celt' 
Jones for that one. We also brought you news of 
another Bros, game that was to take a completely 
different audience by storm. SptcdbaU 1 just made it 
into our news; pages this month (and what a relief 
that it did). 

Meanwhile, the ongoing story of Gary Penn's look 
back at the decade entered another stage as Gary 
managed to get through E to J in one go, Notables 
include the Einstein computer, the Enterprise 
computer (previously known as the Elan and the 
Flan and even had a little joystick built into the 
case);, Milton Finestlvei (no, really) and Hi-Res 
ZX81 games that were just a decade too late. 

• Paul Presley 


A FRUIT FRENZY 


WHAT DO YOU GET WHEN 
YOU MIX dance music and 
digitised visuals with a cute 
platform garnet The answer, 
according to newcomer Hex, 
is Top Banana. 

The talents of many have been 
brought into play in this project. 
Coldcut, better known for its 
work with Lisa St ans field and 
BassomatiCj has supplied the 
music, and sound effects, 
Coldcut's Matt Black even makes 
an appearance in the game, in the 
formofamame ^ mmim 
Congo player. 

Hex is better 
known as 
Hardwire, the 
company that 
specialises in 
computer graphics 
work for music 
videos. "We 


thought a computer game would 
be an interesting challenge, fl 
confirms Hex spokesman Robert 
Fepperell, "Most games look 
rather sterile. We wanted to do 
something really different and 
positive, The technique of video 
sampling has never been used in a 
game before. Top Banana really 
looks and sounds completely 
different to any other computer 
game yet written/ 

Hip or hype£ There's only one 
wav to find out... 



ATTACK OF THE 
SPLATTER TOMATO 

LIVERPOOL POWERHOUSE FSY GNOSIS has a puzzle game in 
the pipeline with, unbelievably, a common old tomato in the 
central role, 

The appropriately titled Tomato Game is set over a diverse selection 
of levels. The idea is to steer your friendly fruit across each scrolling 
scene without hitting a spike, going splat against a brick wall or 
coming a cropper due to some other obstacle. In the Egyptian 
sequence, your top tomato must bounce over marauding mummies. 

A certain amount of handy objects are readily available to help your 
progress. These include such items as fans, trampolines and a jack-in- 
the-box to steer the tomato out of danger. You manipu!ate icons to 
place these gadgets in the correct positions, then sit back and watch 
your great escape get going. Each stage has to be completed within a 
strict time limit. 

The Tomato Game is scheduled to arrive before the autumn. 
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COME FLY 
WITH ME 

IF YOU FANCY YOUR CHANCES as the next 
Richard Branson, you should try out Ait Bucks 
from Impressions. 

The year is 1946: starting with some cash and a 
single DC -3 Dakota plane, you must attempt to 
build a worldwide airline before the likes of Virgin 
and British Airways arrive on the scene. Apart from a 
good head for figures, successful entrepreneurs will 
need that constant spark of genius needed to keep 
everything running smoothly. 

New planes become available as the game 
progresses through time. There are over 20 aircraft 
included in this simulation, but don't expect to lay 
your hands on a F-l 17 A Stealth Fighter to blow the 
competition away! 



HERE WE GO... 

DOMARK IS SET TO 
ENTER the competitive 
world of football 
management with the 
imminent release of 
Championship Manager. 
If you believe the marketing blurb, the title 
results from a seven-year labour of love. 

F.n joying the high life as a football manager can 
quickly turn into a nightmare. It's your job to guide 
the boys through the League while competing For that 
prestigious FA Cup and participating in other 
important tournaments. 
The game's specifications speak for themselves. 
Every aspect of the sport, from fitness levels and 
boardroom hassles to team tactics and 'Manager of the 
Month' awards, is covered in detail 


TM & ® 1991 PARAMOUNT PICTURES CORPORATION. ALL RIGHTS RtStRVED. 



OFTWARE CITY 


Unit 4, B.D.C., 21 Temple Street, Wolverhampton. WV2 4AN. 
Tel: 0902 25304. Fax ; 0902 712751 



CALL US ON : 24 HOUR CREDIT CARD HOTLINE 0902 25304 


AMIGA GAMES 


1s1 envision Manager (Nww) ^ „.,7,S9 

3- U Corwtrurtton fcl ^.99 

4- D Sports Boxing 17 M 

4-D Sports. Dnwig (Mow} ... .,— -17.09 

1M3 ,-„- - - «-7«w 

A.M.O.3 30 . ,. 24.W 

A 1*1 0$ The CieaLor 34,9* 

A M.O.S Compiler 21. 50 

AoVannnd Fruil Machine .6,99 

Adva-Uage lems 4New) 17.50 

Allertji-Tinr 7 99 

Atrtr. Breed 17.50 

<W1e<ed Beast 7 &l 

AnOlhsr Wsrld (Ntawl 17.50 

BarteTataa - I 7 -** 5 

BaiMan The Mcv« 7.9B 

Battle Crvass 1 or 2 1 '-SO 

BarlHeble - 21 - 50 

Bart* ol Briia. -i ;The- r 1lnwt haw) 21 .SO 

Biids 01 Prey (New) 24 9j> 

eiood Moo ay 7 w 

Blues Bfos 17M 

Br^ack (Special OtTerl 5 

BouHerdasti ■■■■ *- 9 & 

Braarh 3 Enhanced il.50 

Bridge Player Ji 50 -21. SO 

Brij^RA Cbnimtande' . .....»7-S0 

Bubble Boob* 7 -" 

Budekan *■» 

CaHonKa Gams* 7.99 

rjyljiin Pla-iel I 7 » 

Cardis;.. (Maw) 1T.5D 

Carrier Command .9.99 

Gallic Legends (Nam) 51.50 

C-Bnliirian 1750 

CharnpionBrup Driver 17.50 

ChasaHQ 7 .M 

Chess Champion S17& 21 .50 

Chuck Hook ..17,5* 

Chuckle Egg '< pr 2 9-9» 

Cisco Haat 1 7,50 

Cruisa For a Corpse - 1^.99 

Palsy TharrrJSiifS Oympir. Challenge ? 39 

Quail' Khfflhls Of Krynn 21.50 

Derarvlar Of "t-a C*o#n 9 W 

Deluxe Faint 4 - 62 99 

De jxe &v p Poke r 2 (1 Mag} 1 7 - W 

Damteros 81 '52 i 

□isnrjy Animation 5tudlO €9.99 

□auble Drapon (Mow Prke, 9.99 

Double Dragon 3 '•7.50 

DuckTaJea I 7 -50 

DiKigepTi Masiar ■ 1 7 50 

Edd Tha DucmNaw Prtte) 7.99 

£LF 

Eliie 17.50 

Elvira Arcade 17,50 

Ernlyr Hughes Inl Sdcch-t tSpeclal Pr*?e) 9.99 

Eurnpn-an Super Lflaflue [Special Price) 9 99 

Et« 01 The &ef>oldnr 21 50 

F15 Stnka Eaolt 2 [1 mag) 24 9$ 

F16 Combat Pilot 17-50. 

F19 Swan* FWtlaf.^^,.,.. 21.50 

Fata OH 1 Ice Hixttny War-agement! 1 7.5S 

r-anfasfcc Voyage (Haw) 17.50 

Fantasy Work) Dior 7 - 9B 

Fast Food 6-99 

Final BIOwBonino 17.50 

Final Flkjhr. ^.M 

Final Wtiisiiif -B-99 

F%w4 StawaJ , .21 •» 

FfightOf Tha Inlrudrr 2* » 

Football DirSClo' 2 I New version ' riegi . . ,17.5i& 

FMlball Manager 2.99 

Football Manaoer 2 + Expansion K.i 93& 

FMtHalls' Or fhn Vaai 2 7.99 

Formula 1 G»flnd Prix ;Mir;rccirasa:. (New) .. 2* 99 

Fori Apadie 21.50 

Fun SchaDU(U51 I 7 M 

Fun School 4 i5.7) 1 7 -50 

Fur Scb<ieim7-11] . 17 *0 

Fulure Ba&KaH>all ^Spatial Offar] 9-99 

Games Summar Eddlw - 7.99 

Gaunllel 2 7 gB 

GaunHot 2 (Haw) ... ...17 50 

(Mahai -17.50 

Ohguls and Gnoste (N*w prlco) 7 m 

G&dratrer \Hmw) 21.50 

iftcd* 

Harpcon Version i.2t (Maw> 24.99 

H^irpMn BalBasat 3 or 4 (Haw) 10.99 

Haad Ova* Haels 7 39 

Hfl^ri Of Chira [Haw> ?4 sra 

t+almdaa. ■ 24.99 

Hnrar>5 Quasi 1 7.50 

HeroQ(,n&1 Data Diat 10.99 

Hara Qua*1 1 DBla Oisc (M*w) P1 5° 

HafoeB Ot 7hn Lanco 7.99 

HrdlywWd P&fcBf .. , 4.*9 

Home Alone 17.50 

Ho-st Racing Omnip^y (Special Olfar r 1^ &3 


Hixleon Hawk 17.50 

Hwirftr - 21,50 

linrnorlaU jj.™ 

India-ia Jonei Lasl Cnjwda ".9» 

'ndianapolla 500 17.50 

in«. Champ. Attilelic* 17,50 

Ine'i^lioral Karate i 7.99 

Irrtnrnaliorial Minia Pabbiis 4N«w> 7.99 

lvar*oa (M™ Prica) - . 7.99 

J»Ckl4c*laiUBt3otf„ iT.50 

JacK Mtcklaus UnbmMed Coursas ( 1 magj ) ..21.50 

Jack Nkiklaus Unnrr, IrkJ Cirj Art ' .1 H9 

Jrmrny White's Whirlwind Snwker 21 .50 

Jacky Wilsons Darts 9-^ 

Kick OH 2 Mag) (Spacmi Ottar) 9.99; 

Kick CI 2 The h nai Whisile 9-99 

KICK Otl f Eiclra Tim* 7.99 

Kicn OH 2 WKinlng Taclics ......7.99 


Kick Olf 2 Ralum To Europe 7.99 

K*J eicruas 7.S& 

Kind vioros 2 (Ward processor) 34.99 

Kings Qunsl 5 27.99 

Kniahlmare - 21-60 

Knights dI ihe Sky 24 W 

Last Ninifl 2 ■ 799 

Las< Ninja J 17 5 0 

Later Scuad (Spaclal Olfar } 9.99 

Laager 17.50 

Lemmings 17 - 5 0 

Lanwningi Data Disc 1 3 99 

LiFa And Death 17-50 | 

Litlle PuH 7 W 

Lombard FI.A.C Ra*y - 

Lord CA Tie qira>4 2 1 M 

LdrdS or Ctiaos iSpeckal Offer) . . .. 1 2.99 

Lr>iu* Espari 1 Turbo Challenge 3 17.50 

M.1. 7ar*Plak»n . 21.50 

MagK Poofcaia 17.50 

Man Unlled Europa ' 7 50 

Mega Twins (Hawt 17.50 

Waga Lo Wlanla 21 M 

Waixmnary 3 (Haw) 21 50 

Mkir&proBe Coif 24.99 

Mldwmtor2 24.99 

MIG 29 Super Fulcrum 57.99 

Monopoly De-Luxe . „ 13 99 

MoanalHie 21-50 

Moonwalker -7 99 1 

Uulti Player Sowar Manager i? 50 

Napolrran 1 21 50 

NetiuluS 2 17-50 

Neighbours (New) , 17.50 

Nan Zealand Slory 7.99 

North and Stiulh 7.99 

Qulrwi 7 - 9S 

OUrun Europa 17.50 

P.G.A Tour Gait , , .,17.60 

Pemw* •"■ 17 M 

Pi!Fighier 17.50 

Pjyer Maragtr (SpaclBl Ofer) 9.99 

PaputouB 9.3* 

Populous ; Sim Cirv 21 .50 

Pcpul&JS Editor (Mbh) 10.99 

Porjijiajs^ Niw Worlds 5.99 

Populous 2 (Haw) £1 -50 

■ Powandrtni - ; 7 f* 

Poweirmonger si .60 

P-O^errronrjur Ddia D SC (Naw) 10.99 

Pro Tennis Tour 2 - 17.60 

PwIHglrt - ■ 27.99 

R.B.I 2 ■ -21-60 

Ft-Typa 799 

B-Type 2 1T.« 

najapad Tyooaa 24 9fl 

Realms £ i.50 

Red Barpn j«a*) 2*1.99 

Ronagade (Haw Prkef 7.99 

rier*gadD Lugioi |1 mag| 24.99 

R'.vj Ol T r i V 'agsn 24.99 

Hobm Nnoris Adv8PlL^e ... 17.50 

FtobDCiud 17.50 

Radocnp ^Mbm Price) 7 99 

3 |N«w| 7 50 

Rodlands 1 7 - M 

Roi^es Drltt 17.50 

riugoy Coach 17.50 

Rugby World tup 17.50 

Sconhy Coo 1 Sfirapp^ 0oo 7.99 

GL-^ie: d Mor>:ay lilanC (1 WflflJ ... 17.50 

Shad™ Cd The Beast , 7.99 

Shado* Oi T^e Brast 2 (Special OHar) .7.99 

Shadow Sorcarer 19 99 

Shinobl <Naw Pric«) 9.99 

Snoa Poopla(New) . 1 7 >5? 

ShuirifipflCK Cate 7.99 

Silant fiflrvica 2 2* 99 

SilkWorn (Haw Price) 9.99 

Sim City ,' Paputaus 21 50 

Sim City Arehilaclur* 1 11-1W 

Sim City Archneclurs 2 H 99 

SimpBona i7.50 

Smash TV U.SO 

S^iace Ace 2 [Mow) 24.93 

Speadbaii 2 (Special Orfer r 9.99 

Sporlinp Triangles. 13.99 

Steve Davis Sn&oker 9.99 

Strata Ftaat - -17^0 

Strkar Manage 17 50 

SiunL Car Racer -7.9Q 

Suspicious Cargo 17 50 

SwiichWade 7 -99 

Swilchbadu 2 17.&0 

Team Yankee 21 - E J? 

Ta/minator 2 17.50 

Ttalr Finest Hour -21 SO 

"hnir Fncsl M.4SiSO . 10 99 

Thunder Hawk 21-50 

Tip 0*1 17 JO 

TWO 17.50 

Treasure Wano" Dizzy 4.99 

Treble Champloins 7.99 

fnwal Pwsuita 13.99 

Tarbo Ourtriai 7.99 

Tjrt Fo-m .' Syi!fiffl 8 iRacinij A PodIsJ 9.99 

Turrican ~ 7.99 

fv Sports Tuuiba . 9 53 

Ultimate (Ml (Nhh Prka) -0-09 

Utopia 21. » 

WWF Wresting {Hew) 17.50 

Wacky Places 7,99 

Wfltertoo 999 

Wings, ol Fafy 7.99 

Winr ng lacltcs 7.99 

Woll Child (New) «.« 

Workf Clas* Laadorboard -7.99 

WorW Claaa Ruflby 1?.W 

World Crlchei (rtaw r ■ 7 - BS 


AMIGA ( OMP1L VI IONS 


BOARD- GEMIU4 

5cra.Wjln Ddun*, DeXiKB Monopcity, Rsk & 
Clurcb. Master Oetecliwe- 
E21.50 


HAUHA BARBERA CARTOON 
COLLECTION 

vogl's Groat Escape. Hong Kong PhDoty. Flufi 
and Ready 1 Beverley HMIs Cam 
El 3.99 


DOUBLE DOUBLE BILL 

TV 5parts FwJlbah. Wnigs, Lord& 01 1he Rasing 
Sun 4 Ty Sports Ba&Ketfiall 
BUI 


SOCCER MANIA 

Fouiball titenacer 2, Micropr use Soooer Psc1ba« 
Uaiuner VioC-6 Cjd Eflhcn A Gaiia S Supar Sower 
£17.50 


NINJA COLLECTIOM 

Doubie Dragon. Dragon Nmja &. Shadow 
Warrior. 
£13-99 


THE TOP LEAGUE 

Sueedba l 2. fiitk Dangeroua 2. Fa'COn. 
rAct*imer & TV Sports Football 
tai.fiQ <Noi Amiga 5i>0+ r 


MONSTER PACK 2 

Awesame. Beasts 4 Kiling Game Shw 
C17,M 


HOLLYWOOD COLLECTION; 

Hotwcop, Baiman ilia Mowe. ■Ghpsibjs.iL-- s 2 

a Indiana Jones We Lasl Ousao*- 


AIR AMD SEA SUPREMACY 

Silenl Service. Gurkship, VJir>Srs. Carrier 
Ctrtnmand & P47 thunderbolt 
£21,50 


2 HOT 2 HANDLE 

Golden A*e, Total Recall Shadow Warrior 8, 
Super OH Road RaCei 
SI -50 


WINNING FIVE 

lr<jn Lord. Sir F'fKl. T*m World Pl\\;-. Sagf. i 
Night Hunter. 
SPECIAL OFFEft M.99 


SPORT1NO WINNERS 

Daily Double- Horae RarJng, SIuvh Davla 
finrnkt" S. Brian Cloughs Foolball Fortunes 
E17.50 


CAPCOM COLLECTIOM 

Si: der 1 & 2, Ghouls "N" Ghoata, Forgotten 
Worlds, UN Squadron Oy^sty Wars, Led 
Storm J Last Dual 
$21.6D 


CLASSIC 4 {RENAISSANCE) 

Invaders ActRroids. GalaxOin & Cen|iper>a 
E7.99 


SPORTING COtn 

California Gsmes Thpaamns Wiiiier 
4 Summar EdiTOPS 

£21.50 


TEST DRIVE 2 COLLECTION 

Trri Drive 2 (The Duet). Mu=c*cars. 
Europif:>ii Challenge, Super C:l-s & CallromlB 
Challenge 
E21.50 


ADDICTE0 TO FUN 

Bubble SottiiR Pai ilxiw Islands 
i New Zsaand Story 
E13.99 


MAX PACK COMPILATION 

Tunican 2, St Draoon. SWIV & Niftmshih 
£Si.50 


HOI 1 H WHEEL DRIVE 

Lotus Fsprit Turbo Challenge. Tpam Suzuki. 
Tiyola CeKia * Combti Racer 
£21.50 


BULLVS BEST 

Swv. Shadow a* ihe Bea&1 2. Test Driv^ 2, & 
Rii:k Dangerous 
£17.50 (Nol Am 19a ASOO-h) 


HINT BOOKS 

Bards Tale 1 or 2 v 3 
Buck Rogyra 
cl-^rriC(Ciri5 di Ktynn 
tcteflalE Beoyesi 
CDnojue&ior Cann&lat 
Curse or Azure 9ondv 
Dealh rtnighls Ol Krynn 
igprvs or Flame 

ire 

) c J Tr-<.i Beholder 
■oas ol The Lance 


Immorta 1 NEW 
Indaia Jonb-* The- A*amure 
Kings Quest 1 or 2 or 3 Or 4 or 5 
Leisuresul Larry 1 or 2 or 3 

fvlanriunlBr in San Fnxocuica 
Might arx) M;.jnic 2 
PoTi::f! Quest 2 
r'ool Of RadiartB 
Povwermonger NEW 
Qvies.; tor G&y 2 
Savaga Enp.'« 
"«cnfi of tne tylver Blades 
.fado* So'ceror NEW 
... Quesl. ' or2o-S 
ifflight 1 or 2 
ma S or 6 


5.8 

799 


7 99 
7.99 
4..00 

m 

4(K 


7.5D 
4.99 

e.ss 


7S9 
5.99 
7.99 

a M 

5 99 


CHAMPIONS 

Man. Utd.. Jahjughir Khan Squash 9 World 

Chaivpionehip Bcx rig Manager 
C13.Q9 I 


QUESt ANOGIORY 

Mdwjinlar. CiKdav*! B.A T. Ire ( cs<} 
& Blood'wych 
EJ1 SO (Hp1 A miga ASDD-tr 


ACTION MASTEHS 

F 1fi Combal Pilot, Turtw Ouirun, WeiUns. 
ajajy 199D fl. OouVv Dragon 2 
C21W 


DtZZV COLLECTION 

Fbe1 Food, Kwik Snaj(. Magiciand Di^ry, 
Fantasy World Dnzy £ Traaaura Island Dnzy. 
£17.50 


HCJOTP.ALL CRAZY 

Kick Q1 2 Woric Cup rmal W. stle 6. Player 
Manager £17.50 


mb. nouHLE DiEwanrif 


In IM 
15 izsa 
3.5 40 PIEC E DISC BO* 
3.DBOHLCL- DISC.BCIX 
3.5 T ?0 PIECE DISC BOK 
MIDI rjONNECTCR + 2 MIK CABLES 
MQUSE MAT 5 

ST * AC EJfTFNSlClN LtAK 

AMIGA 1 'i tAtG EV 

WITH -nR wiTHQur l;L 
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ORDEH FOm AND INFOfl MATION 

All orders sent FIRST CLASS subject »o availability. Just fill »n the coupon and send it to: 
SOFTWARE CITY Unit 4, The BDC, 21 Temple Streel, Wntverhafflplon, WV2 4 AN. 

ORDER FORM 

NAME 

ADDRESS , — - ■ — 


POSTCODE,, — TEL NO 


Name of Game 

Computer 

Value 




Poslaae 


TOTAL 



POSTAGE RATES : Plaase add 50p 1or cost & packing en all ordafS unde< £5. EEC counlriOS add £1 

per item. Non EEC coumries add €2 

PAYING BY CHEQUE - Cheques payable to Software C-rry. 

Card Type E*F*ry date 

Card No: — > > 

European caecs 

EUtuSCABD *£C=FTED 


SignaturO 
Darts : 
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AL LOWE 

Games Designer and Programmer 

T WAS BORN IN A LOC CABIN... 17 he begins, and there's 
no doubting that this is Al Lowe, the creator of Leisure Suit 
Larry. As if to prove that truth is stranger than fiction, 
Lowe's real origins are even more bizarre. 

His first experience of programming had nothing to do 
with computers, but involved giving instructions to 'human 
pixels', as they moved around a high school football field - 
he was a Marching Band Director. One thing led to another 
and in 1975 he began using a simple text editor on the 
school's computer and was intrigued enough to pay for one 
of the first Apple microcomputers. "My first program was Co 
help me manage a music festival, ,r he confides, lV andj not 
knowing any better, I wrote it in BASIC. 17 

Seeing a gap in the educational software market for 
programs that were fun to playj Lowe went on to code Bof?- 
A-Bel, a maze game which taught children the alphabet. It 
was his first adventure game, however, that got him 
involved with Sierra On-Une. Dragon's Keep, published in 
1982 r impressed Sierra so much that it bought out Lowe's 
small independent company. The relationship has lasted 10 
years with no sign of faltering. 
Curiously, Lowe's most famous creation, Leisure Suit Larry, 

was inspired 
by an earlier 
Sierra 

adventure. Soft 
Porn, published 
on the Apple II 
in 1981, was a 
"kinda goofy 
text 

adventure' 
which was 
distinguished 



by the fact that its racy cover had featured in Time 
magazine's first computer column. It was all about a 
guy crying to pick up three girls, although there was 
no main character; the player was simply referred to 
as you'. It s °ld 25,000 copies at a time when there 
were only 100,000 Apples in existence, but the game 
was dropped from the catalogue and made public 
domain when Sierra formed a relationship with 
Disney. 

In 1987 Sierra was looking for a new project, and at 
the time Infoconvs Leather Goddesses of Phobos was 
doing rather well r so resurrecting Soft Porn seemed 
like a good idea. Unfortunately, the original game was 
now rather hackneyed. Lowe wanted to rework the 
project from scratch, so he retained the original 
locations and puzzles, but threw out everything else 
and made it a spoof. He also decided that a strong 
centra) character was essential and thought that this 
guy might be the type who still saw John Travolta as 
the J in thing' (which is where the white leisure suit 
comes in.) At that time there was a salesman called 
Gary in the company who always used to relate his 
pick-up stories to the rest of the staff. He inspired 
Lowe to name the character Leisure Suit Gary, but 
after applying a bit of alliteration the full Lille 
emerged; Leisure Suit Larry in the Land of the Lounge 
Lizards. 

Then came devastation. The game had the worst 
first month sales that Sierra had ever seen, It looked 
very much as if Lowe had just wasted six months of 
his life. Word of mouth saved the day, and Leisure 
Suit Larry soon became a cult figure. It was only as 
Leisure Suit Ldrry III was being released that sales of 
the first game began to slacken. 

The third game saw the introduction of a 
companion character, Passionate Fatti. *I wanted to 
have a chance to work with a character that wasn't so 
defined/ explains Lowe, "Fatti is the opposite of Larry. She's 
aware of what is happening and is worldly-wise; she 
broadens the scope of the game." 

The newer games use Sierra's no- 
typing interface, SCI, and a new SCI 
version of Larry I is being re-released, 
"I missed the text input a lot at 
first/ Lowe admits, "A lot of the 
Smart Alec jokes were responses to 
things the player had typed in. Now 
the humour comes when the player 
clicks on things. People who don't 
find the new games funny usually 
aren't clicking enough! * i 

The latest product featuring 
Larry represents a departure for 
the loveless chap. Laffer Utilities | 
was inspired by the popularity of | 
the Larry games amongst office 
workers, Lowe began to think 
about all the social activities that 
occur in offices and created a 
suite of programs to cover every 
one of them. 

This year Larry is going to be 
taking a well-deserved rest. Not 
so Al Lowe - he's already 
planning a completely new 
adult adventure. We can't 
divulge any details yet, but you 
can expect it to be very, very 
funny. 

Laurence Scotford 


SONOGRAPHY 

• Wagon's Keep 

• Leisure Suit Lany 

ln L " SUr * Larry 
' nTh * Land Of Th/ 
Lounge Lizards 

f Leisure Suit Larry 

Goes Looking For * 
Love 

T ^f re Suit Larry 
* Passionate fatti 

™ Search Of The 
ys**"^ Pectorals 
Suit Larry 
If. Passionate p aW 
foesALittie 
undercover Work 

, m <sa SUF *. SuifL *»y 

i (SO version) 
• Laffer Utilities 
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»£ND YOUR AJHjq 

QUALITY PRODUCTS 

at affordable prices 

W/T.S. ELECTRONICS LTD 


4 


T-f* f V* >.. .'.«■ 


A500 PRO-RAM BOARD 
i/2 MEG UPGRADE 

Latest design incorporates chipmem option at no extra cost 
Increases computer memory from ] /2 Megabyte to 1 Megabyte 
• Allows all 1 Megabyte software to run 

Direct replacement for Commodore A501, 16 Chip Technology 
for complete compatibility. 


British Made 


£25.00 


without clock 


£28.00 


with clock 


SUPRA RANGE 


tV the most cost effective, high 



tive, highest quality, technologically advanced products available A 

500RX 1Mb - 8Mb MEMORY EXPANSION 

E|j§ • Simply plugs into the side port of the Amiga 500 

• Auto configures to work in conjunction with computer memory 

• Easily expandable from 1Mb - 8Mb using latest Zip chips 

• Proclaimed as being the best expansion available 

% This neat robust unit is set to revolutionise the market, 

500RX 1Mb £149.00 500RX 4Mb £273.00 

500RX 2Mb £189.00 500RX 8Mb £423,00 


SUPRA MODEMS 




• 100% Hayes compatible 
! Tone Pulse auto dial/answer 

KS232 Interface 

Internal diagnostics 

Programmable number 

storage 

Supra 2400 .XI 19.00 

Supra 2400 + £174.00 

Supra 9600 .£499.00 


CUMANA 3.5" EXTERNAL 
DISK DRIVE 


A2000 MEMORY UPGRADES 

• OMb -XI 19-00 


«gF3 


2Mb ..£179.00 
4Mb ..£289,00 
HMb..X409.00 


High quality 
High specification 
Anti click 

Long moulded cable 


£54.00 


A500 Internal replacement drive ....£59.00 

8372 Fatter Agnus Chip (allows Chipmem feature) £52.00 

1 1.3 Kickstart Chip £36.00 


GVP 52Mb HARD DISK CARD l-8Mb 
EXPANDABLE MEMORY. . . • . . £2 99. 00 


A500 HIGH 
CURRENT 
^^^^ POWER SUPPLY 

# Allow addition of many 
peripherals without 
damage to computer 

[ I ^^^r oir P ower supply 

• Switch mode design 

£44*95 

British Made 



>V All prices include P&P & VAT 2c Please add £5110 if you require 24 hour courier to your door or parcel post will be used A 12 month warranty >t 

W.T.S. ELECTRONICS LTD, Chaul End Lane, Luton, Beds. 

Tel: 0582 491949 
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"It's an 
industry 


where you'v 
got to kee\ 
down to th 
grass roots. 


STEVE TURNER 

Managing Director, Graftgold 

STEVE TURNER HAS BEEN AROUND a while - that much 
is evident from the start - but more than that he's not 
letting on. "I started programming when I was about 15,* he 
says,, adding cagily ? "Which was quite a long time ago.* 

Suffice to say that his first attempts at programming 
preceded the ZX30. The name of that early computer escapes 
him, but he does recall, 'Tt was about the size of a desk.* 

He moved onto the ZX80, but his first published game was 
3D Space Wars on the Spectrum. It sold quite well/ he 
recalls, "We made more money out of those early games than 
we do now. Things used to sell in ridiculous numbers then: 
as more and more people got to program and the big chain 
stores took over, the programs started costing more and 
people became more fussy." 

That first game was produced in Turner's spare time, but 
its success led him to give up his managerial job: "I chucked 
in a job with a really good salary and I went my own way 
and I convinced Andy Braybrook to do the same." Braybrook 
was at that time working as a programmer at Marconi - "He 
was mucking about on a Dragon 32, so 1 asked him to come 
and work with me and convert my stuff onto the Dragon, 
but unfortunately the Dragon just collapsed-" Turner feels 
that the Dragon's demise may have been accelerated by the 
attitude of the retailers: "Up until a year after we'd finished 
the programs they were by far the best things we'd ever seen 
on the Dragon, but no shops wanted to take new Dragon 
products. There were still a lot of Dragons around then and 
they didn't realise that, as with records, you have to get the 
latest titles." 

With the end of the Dragon, Braybrook moved onto the 


C64, while Turner concentrated his efforts on the 
Spectrum, programming A valon - "That was an 
arcade adventure, but it was much more adventury 
than any arcade game around at the time. It was 
probably the most difficult thing for the technology 
that I've ever done.* 

Turner and Braybrook were still a two-man outfit, 
going under the name of ST Software and working 
in Turner's dining room. The success of Avalon 
forced them to form a Limited company and 
Graftgold was born. a It was really so that we 
wouldn't have to pay an enormous amount of tax in 
one year," explains Turner, ''Royalties tend to come 
in a lump." 

The breakthrough into the 16-bit market came 
when Graftgold broke away 
from Hewson, with whom it 
had been working. Hewson at 
that stage looked set to 
collapse and Turner received I m Space Wars 
a call from two of its | • SeicttJao A ttack 

programmers, Dominic | # Lunattack 
Robinson and John Cubbins, I + Avalon 
looking for work: "We 
weren't doing anything on 
the ST and Amiga at that 


SOFTOGRAPHY 

8-BIT 


y 


• Dragon Tore 
•Astro Clone 

• Quasertron 

*Magnatron 

• Bashido 

• ivmn Ironman's 
Su PerOff. Road 
Racer 

• Hying Shark 

• intensity 

16BIT 

• SimuJcra 

• Realms 


time," explains Turner, 
"But we wanted to and it 
seemed an excellent 
opportunity to get onto 
the new machines. " 

Graftgold' s first game on I 
16-bit was Rainbow j 
Islands. This relative | 
lateness Turner puts down to the I 
publishers. Graftgold had signed a J| 
deal with British Telecom | 
because the publisher was keen 
to move into the 16-bit market, 
but things didn't work out quite 
as Turner had envisaged: "Soon 
afterwards they said. The 16-bit 
market's failing and we want B-bit 
products/ so they asked us to do a round of Spectrum and 
Commodore products. By the time they were finished, 8-bit s 
were dead and they weren't published with any kind of 
force." 

Graftgold is now happily ensconced in the 16-bit market, 
with such titles as Realms and Simulcra to its credit. So, with 
the extra responsibilities of running a successful company, 
does Turner still find time to program^ 'T do more 
programming in terms of hours now than I used to, I think 
it's an industry where you've got to keep down to the grass 
roots. 1 quite often find myself working on one project 
during the night and another project during the day, which 
isn't really the way to live, but in the end it comes down on 
you. You're responsible, you've got deadlines to meet. You 
can't expect your staff to pull their weight unless you do." 

Graftgold is currently finishing of:' Realms on the PC. while 
Fire and Ice is in its final stages on the Amiga and ST. Does 
Turner feel that his games could be any better than they are£ 
"The limit on games nowadays is normally the amount of 
money you can spend on making them. It's like films, you 
can always make a game better, which becomes a big 
problem. When you finish a game you take it to the 
publisher and they can always make more demands, but it's 
a question, of knowing when to draw the line. r With his 
record to date, Turner seems to be drawing that line just 
about right. 

Heather Turiey 
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LETTERS 


It's March again {you know, this month is always 
cropping up around this time of year, funny that!) 
and if you were expecting lots of bad jokes about 
mad haras and walking in formation, then you're in 
for a disappointment. We've only got opinions, 
observations and questions this month. 


Dear The One, 

I am writing about the new game from Steve 
Screech, Tip Off. Like so many others I was led to 
believe that this game was potentially a classic. 
Your in-depth interview with Steve looked very 
promising. 

Taken in by ail this I popped this game on my 
Christmas list and sure enough I got it. There is 
one question that I would like to ask Mr Screech: 
"What are you playing St£* Here is the follow-up 
to one of the best games to date {Kick Off I), a 
game that is half-baked, unplayable, boring and 
now is banished to the back or my cupboard so 
that my friends don't laugh at me for owning it 
when they visit. I'm extremely disappointed by 
this game and if this is anything to go by r I hope 
Steve leaves Kick Off 3 well alone and leaves Dino 
Dini to make a good job of it. I had a great deal of 
respect for this man prior to this, but seeing that 1 
tried to exchange it twice because of bugs I had to 
;end it away to Anco for a replacement. I would like to hear 
what Steve has to say about the reviews which this game 
has received. 

However, this has taught me a valuable lesson and I J d like 
to see Steve Screech show his face on your letters page 
again. What do other unfortunate readers who own this 
piece of software shame thinks 
Richard Metcalfe, 
I-Iurworth, 
Co. Durham 

Anco's basketball extravaganza was a bit of a let-down, wasn't 
ill How about some opinions on why software companies release 
games in men a stated To be fair to Steve though, it probably 
wasn't his fault that Tip Off was like it was {Heaven knows he 
made enough trips to magazines for opinions and ideas during the 
development stages). A rusk to meet unfair deadlines was more 
than likely the culprit . 


thing happened again. This 
time I got my money back 
and bought a Cruiser which 
I am happy with. My friend 
had also just bought a 
Quick] oy Superboard. Soon 
the down didn't work so he 
got his money back and also 
got a Cruiser. Can't 
Quickjoy do something 
about the quality of their 
joysticks^ 
Gary Harper, 
Stokenchurch, 
Buckinghamshire 
You bought a Jet fighter t Ha, 
ha, ha, that's a good joke, that 


THE SOURCE OF MY 
TROUBLES 

Dear The Qne r 
I recently purchased TV 
Sports Football due to the 
good reviews. When 1 got it 
home and read the 
instructions it said that a 
copy must be made for use 
as a league disk. OK r I 
thought. So I dug out a 
blank disk and went 
through the usual process. I 
had just inserted the blank 
disk when a message came 
up to say: "The copy disk is 
not the same as the source 
disk! Please try again". So I 
did. Five times! Every time 
the same message came up. 
By this time 1 was fed up so 
I gave up. This isn't the first 
time I've seen this message, 


so could someone explain 
what I r m doing wrong and 
also what the message 
means. Please!' 
Simon Millet, 
Buckingham 
It means, unfortunately, that 
you've got problems Simon. 
More than likely your blank 
disk is at fault. Try formatting 
a different disk using a 
professional disk management 
system (like Disk Master- 
available through most PD 
outlets). 

JOYSTICK JOKES 

Dear The One, 
I recently bought a Quickjoy 
Jet fighter. After a week it 
wouldn't go left, so I took it 
back and had it replaced. 
After two weeks the same 


COME AND HAVE A 
GO... 

Dear The One, 
Firstly my question. After 
reading a magazine on the 
Mega Drive, 1 saw a review 
of a game called Lakers vs 
Celtics {or Celtics v$ lakers), a 
rather charming basketball 
game. As I am an ardent 
basketball enthusiast., 1 
would very much like to get 
this game for my computer, 
but is it available 4 

Pve had my computer for 
three years and games like 
TV Sports Basketball and Tip 
Off are wearing thin, very 
fast! 

Now, 1 have one minor 
moan... for Paul Presley. 
How dare you insult my 
favourite game. How can 
you call basketball silly. And 
to add insult to injury, you 
insult me even more. You 
Wrote {I quote) "I mean, 20 
grown men running 
around". 

Incorrect, During play one 
team has five players on 
court. Five plus five equals 
ten, ok^ Now I have aired 
my grievances, I'll go back to 
my first point, the question. 
Please answer if you can. My 
thanks to ail The One 
members, except Paul 
Presley. 

Tony Rkketts, 
St. Leonards, 
£. Sussex 

Right, firstly no we don't have 
any information on the release 
of Lakers vs Celtics. As far as 
W€ know, it's strictly a console 
game. Secondly, over to Paul... 

Oh heaven forbid, I insulted a 
reader How wilt i sleep at 
nights^ Let's take this step by 


step shall wet- 1 didn't call 
basketball a silly game, I said 
that it looks silly. I don't know, 
these modern readers, none of 
them can take a joke. 

Secondly, each team has five 
men that run around on court 
plus five men (at least in Tip 
Off's case) that sit on the bench 
to be substituted at will. Five 
plus five equals ten, ON ONE 
TEAM. Two teams equal 20 
players - 1 rest my case! Who's 
next... I ' 

A QUESTION OF 
SPORT 

Dear The One, 
Quite recently I was given 
the Tecno-Flus Team Sport 
pack for my birthday and 
I've had hours of enjoyment 
out of it. I've played Smash 
TV, Man United Europe t and 
Pro Tennis Tour 1 which are 
all good games and I know 
that TV Sports Basketball, 
Gauntlet 2 and Kick Off 2 are 
also available. In Kick Off 2 
do you have to have two 
people in goal and two 
people on pitch like Man 
United Europe or can you 
have the better option of 
two players on pitch like on 
EA Hockey for the Mega 
Drivel 

My final two questions 
regard another game which 
I've heard is available for 
people with those two extra 
joysticks, called Leathernecks. 
What exactly is this game 
and is it worth buying v 
Colin Starr, 
Paddock Wood, 
Kent 

No, Kick OffZ's multi-player 
options are nothing like 
Manchester United Europe's. 
You get to choose the positions 
each player plays in and can 
even have one player controlling 
the game as normal (i.e. 
whoever' s nearest the ball) 
while the other plays in 
position. 

leatherneck was a game of 
yesteryear, loosely based on the 
old classic, Commando, except 
that in this particular game 
you had four players instead of 
one. It was quite good fun and I 
think you could even shoot each 
other, (always good for morale). 
It's probably not available 
anymore except from mail Order 
companies. Hope that answers 
your questions. 
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LETTERS 


DRIVEN TO 
DESPERATION 

Dear The One, 
Can you please tell me when 
Grand Prix from MicroProse 
will be available in the shops as 
I am itching to get my hands 
on it. I have asked around 
some of my local shops r but 
none of them seem to know 
when it will be released. One 
shop said it will be released 
either at the end of the month 
or not until August. I sincerely 
hope that it won't be this late 
as T am driving my Mum crazy 
with my impatience. 

I realise that some games 
have last-minute problems or 
are just kept back for 
improvements. Could you 
please inform us in your mag 
about late arrived- You could 
maybe make it a new slot (but 
hopefully not a regular one) 
with details of what the new 
arrival dates will be and what 
is being done to the game etc. 
Sean Tutly T 
Wickford, 
Essex 

The reason you've been waiting so 
long for Grand Prix i$ that 
MicroProse (as with all good- 
software houses) is a stickler for 
accuracy. It deliberately held back 
the release until this year's Grand 
Prix season was over, just to make 
sure that nothing had changed oh 
any of the tracks! To get the word 
from ihe horse's mouth (so to 
speak) give MicroProse a call on 
(0666) 5Q4$26 and ask them. 

JOYSTICKS DOWN 
UNDER 

Dear The One, 
I would like to congratulate 
you for keeping up the great 
work, your mag is the best 
there is. The reviews are 
unbeatable. The Work in 
Progress is fantastic. The 
features are cool and so is 
everything else. 

I would also like to comment 
on Adam Fraud's letter about 
the Cruiser Joystick in Issue 
38. 1 have to be honest and tell 
you I have never tried a 
Cruiser, but down here there is 
only one joystick; the 
Starblazer 401, It is fairly 
compact, handles excellently, 
is very robust and cheap (only 
$A45 - about £15). In fact it is 
made in Australia by Mulicon 
Amusements. You can also 
change it from a one-button 
system to two or three. 


On a different note, I 
recently bought Supremacy, it 
was cool. That's why I am 
going to ask you if there are 
any plans for add-ons or 
sequels because it's about time 
we had some. 
Barley Kingston, 
Tamworthj 
New South Wales, 
Australia 

Thanh for all your feedback - 
we're glad you're happy with our 
humble efforts. The bad news, 
however, is that there are no plans 
at present for any add-ons or 
sequels to Supremacy. Should the 
situtation change, however, you 
can depend on us to let you know. 

MORE EMPTY BOXES 

Dear The One, 
One thing that has always 
puzzled me is the size of the 
boxes used to pack games. 
When buying a game you are 
often only getting the game 
and the instructions, so why 
this huge box£ Is it cheaper to 
use bigger boxes£ 1 would have 
thought it would be cheaper 
for the companies to use 
smaller boxes - meaning a drop 
in prices. 

I also agiee with Adam 
Whisker's Letter (January issue) 
that including a demo disk of 
future and current releases 
would be a good idea. This 
cot] Id be the final 'dint her tor 
companies to sell their games. I 
know if I couldn't decide on 
any two games, if one of the 
games included a demo disk 
I'm sure that I would buy that 
game rather than the other 
one. And the demos might 
even influence me on 
purchasing another one of 
their games if I actually liked 
it. So on this strength why do 
the computer companies not 
use demo disks£ It would seem 
to be a good idea all round. 
Kevin Hunter 
Edinburgh 

Dear The One, 

I am writing to you regarding 
your new talking point 'Empty 
Boxes 1 , This subject was 
brought up by Adam Whisker 
in Issue 40. 1 k was upset at 
spending £25.99 for a game 
and getting the bare minimum. 
His idea of a poster wouldn't 
suit all purchasers, but the idea 
of demos on an additional disk 
is worth thinking about. 
My point, however, is that 


having spent the money on 
many games you are then 
expected to supply blank disks 
for a number of reasons. 
Speedball X and Kick Off Z 
require disks to save goals and 
League Tables and many 
games such as f-19 and Special 
Forces require rosta disks. 
Surely whilst printing labels on 
disks the additional cost of 
enclosing a blank disk and a 
label stating it to be a league or 
rosta disk would be nominal. 

Also, when spending 
between £2(1 and £30 on a 
came I would expect not to 
have to think about supplying 
r.thf.T disks. 
Craig Brown, 
Hayle, 
Cornwall 

TRY A LITTLE 
TENDERNESS 

Dear The One, 
I've just purchased Ocean's 
WWF Wrestlemania and 
completed it on my fourth go, 
causing extensive damage to 
my joystick when grappling 
my opponent. I wondered 
whether software companies 
take into consideration 
whether your joystick will get 
destroyed playing these games. 
Stephen Bull, 
Bracknell t 
Berkshire 

Hardly likely I would have 
thought. The main things that 
software houses concentrate on are 
gameplay meeting deadlines and 
making a profit. 


FOREIGN 
FRUSTRATIONS 

Dear The One, 
There are a couple of things 
about your magazine that are 
annoying me a little, and I 
thought I should write and let 
you know about them so that 
you could make some changes. 

It all has to do with your 
competitions. As I live 
overseas. I cannot take part in 
your competitions when you 
must have the entries in one 
month after the magazine goes 
on sale in the UK as the 
magazine rarely goes on sale 
here in Norway until about the 
same time, which makes it 
hard for me to get my entries 
in to you on time. I believe this 
is the case for most of your 
overseas readers, and I think 
we should have the same 
chance of winning some prizes 
as the readers in the UK. 

Another thing is the 
competition entry forms, I 
don't like cutting the 
magazine, so I'd like to be able 
to send in a photocopy of the 
entry form. The trouble is. I 
don't know if this \s accepted 
Knut Erik Koine* 
Harpefasa, 
Norway 

Thanks for your feedback, Erik 
- we've taken it on board and will 

i try in future to give our overseas 
readers a chance to enter our 

I competitions. Also, fee! free to 
photocopy your entry form: some of 
our readers are already doing so. 


MORE FOR YOUR MONEY? 

Dear The One. 

1 am usually a dedicated buyer of your magazine, but last week I 
decided to buy one of the bigger magazines, hoping for better 
value for money. When I started reading I was appalled at the 
number of reviews there were. It was full of adverts for 
computer companies and not much of anything else. What 
makes the matter worse is that the reviews that were in there 
weren't very good. I have returned to buying your mag. but even 
yours has a lot of adverts in it. How about, some more reviews v 
Nick Mildred, 
Leicester 

We're pleased to hear you decided not to stray away from us for long, 
Nick. There are, however, some very good reasons why we - and all 
those other computer games magazines out there - have so much 
advertising. Magazines cost a lot to produce: just think of all the people 
who write for us - they don 't do it for nothings you know. Then there are 
production and printing costs, not to mention delivering magazines all 
around the country. The cover price of the magazine fust wouldn't pay 
for all of these, so of course we have to rely on the money that comes in 
from advertising to cover these and, of course, to make & profit. $0, while 
we do attempt to review as many games as we can, fust remember that 
those pages of advertising are keeping the cost of your favourite 
magazine down. 
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SERGEANT 
S01TWAUK 

Here once again to bring 
misery and suffering to the 
world is the man everyone 
loves to hate. 


NOT OH YOUR NELLIE 

Dear Sarge. 

I enjoy playing football ever so much, but since November I 
have not been able to play because of leg troubles. 
Sometimes it is so bad I have to stay at home and stay in 
bed because I can't walk. 

I still can't play football now, because of my legs, but 
people ask me do I want to play football, and I enjoy it so 
much that it's hard to say no. 

So could you please send me a footbalJ game, I would be 
so grateful for your troubles. 
Derry O'Connor, 
Bethnall Green, 
London 

But if I sent you a football game, wouldn't that just add insult to 
injury 4 Besides, this all sounds like a load of (foot) halls to me. 

FORGET IT KID 

Dear Sarge, 

My sister and I share our computer and for Christmas I 
bought her RoboCod. She was so happy and asked me to 
boot it up for her. I put the disk in the drive quickly 
without putting the write protect tab on and somehow a 
virus managed to get on the disk. The disk is now 
unloadable and my sister is mad with me. Please Sir Sarge 
you are my last hope, please will you replace the RoboCod 
disk a I want my sister and I to be friends again. Please can 
you spare one disk, as I'm sure that because you're so good 
at games you have completed it already. 
Lewis Haagj 
iSingley ? 
W. Yorks 

I've told you people time and time again. Viruses are easily dealt 
with. Get yourself a virus kilter from any decent PD stockist and 
let that do the fob. Anyway, this isn't an American sit-com you 
know, this h real life. Brothers and sisters should hate each 
other's gun and h constantly at war. I know I was with my 
sinter (you may know her, she used to run the country). 

• Right, stand to attention you 'orrible lot, I've got something 
important to tell you. Next month is my final fling here at The 
One. Pve had an offer to join Plastics And Rubber Weekly and 
quite frankly it makes what Pm earning here look like peanuts. 
So this means you've just got one more month to try and tug my 
heart strings and make me fork out some software. I might as well 
warn you in advance thought, idle threats, offers of a sexual 
nature, tales of dismemberment and stories about poor little dogs 
getting knocked down by big red vans while playing fetch in the 
middle of a motorway will not work so try and be creative. Send 
youje tiers to the normal address, HI be waiting. 


ItKKSiiJUf 1MMS 

HERE WE GO AGAIN folks. Another monthly sports-related 
competition that involves you sending us disks, With the 
demise of the Golden Goals [which you may have noticed has 
popped up on Channel 4 J s Camesmaster series, 1 wonder if we 
can take any legal action about that£), we racked our brains to 
come up with a suitable alternative. We came up empty though, 
at least until Lee Noble sent us an idea.. Jimmy White's Whirlwind 
Snooker is the game and creating superlative Trick Shots is the 
aim. 

WeVe mentioned the competition over the past few months 
but. we haven't given you the official low-down on what you 
have to doj so here goes. 

Using the Trick Shot editor, create a stunning looking shot. 
We've already had (amongst others} things like potting all the 
red balls in all the corners, potting the black while it's 
surrounded by a pack of reds, but we're sure you can come up 
with more. 'I ne shots will all be judged by a panel of experts 
and the two that are deemed to be the best will be included on a 
future cover disk. Mot only that, but the two winners will also 
get to play each other in what should be an epic battiCj the 
winner taking home £300 worth of Virgin Games software. Not 
bad huht- 

Send your entries, along with clear instructions on how to 
perform the snot to Trick shot Trials,, The One, EMAF 
Images, Priory Court, 30-32 Fnrringdon Lane, London 
EC1R 3AU. Only two shots per disk mind you, otherwise we'll 
never get throuah them. Unfortunately we can't return any 
disks so please don't include any S.A.E/s. Include your name, 
address and telephone number with your entry and then cross 
your fingers for a few days (and try not to walk under any 
ladders while you're at it). The competition will run for the next 
two issues and the winners will hopefully be announced in the 
May issue. 

So, until then (except for next month when we'll remind you 
once again), good luck and happy designing! 

SJJifJiJfi 


IF THE TRICKSHOT TRIALS 
AREN'T ENOUGH for you, 
howzabout this little 
competition then. With many 
thanks to MicroPros^,, we at The 
One are proud to bring you 
another on-going disk-based 
competition - MicroFrose's 
Golfing Greats! Yep, you've all 
been there. You've been driving 
down the fairway at a terrific 
rate when it happens. You hit 
the be&t shot you've ever seen in 
your life. Sadly, there's no one 
around to witness it and when 
you start telling the others back 
at the 19th., you're greeted with 
jeers and cries of "Yeah, right*. 

Well, thanks to Microhm Goff 
you can actually save your best 
ever shots to disk, send them to 
us and we'll show them to the 
world. The Golfing Greats 
competition is to run for the 
next four months, with the best 
shot of the month being picked 
by our panel of experts.What's 


n - ,oru. the torn winners wili not 
only receive a bundle of 
MicroProse goodies, but they'll 
be invited to take part in the 
Official MicroProse Golf 
Championships, to determine 
who is the overall winner. He or 
she will not only win themselves 
a truly massive MdcroProse prize, 
but be crowned the 1992 MFG 
Champion. High praise indeed! 

So send us your best shots (no 
more than three on each disk} to: 
Golfing Greats, The One, 
Priory Court. 30-32 
Farringdon Lane r London 
ECtR 3AU. Don't forget to 
include your name, address and 
telephone number. 



Why not vent your spleen to us here at The One, EMAP images, 30-32 Farringdon Lane, London EClR 3AU 
{Sergeant Software letters should be clearly marked). The Letter Of The month will win a T-shirt and a game of 
your choice, All correspondence should be confined to one side of the paper and, where possible, to a single 
sheet. The editor reserves the right to edit any letters as he sees fit. Please do not include an S.A.E. as, due to the 

volume of mall received, we are unable to make individual replies. 
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The coming of 16-bit consoles may turn out to be a blessing in disguise, as Goran 
Brennan found out when he sneaked a look at Ocean's latest licence 
adaptation... 
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PROJECT: The Addams Family 

PUBLISHER: Ocean 

AUTHOR: James Higgtns 
(coding) 

Warren Lancashire 
(graphics and game design) 
Simon Butler 
(additional graphics] 
Jonathan Dunn (music) 

INITIATED: April 1991 

RELEASE: TBA 


MANY PEOPLE PREDICTED that the recent 
arrival of the Sega Mega Drive and Hie 
imminent appearance of Nintendo's 
Super Famicom would mark the end of the technical 
advancement that we've all enjoyed in 1 6-bit 
gaming technology. It was assumed that the best 
programmers ana designers would immediately 
drop computers in order to get their hands on 
hardware which would make their games faster, 
smoother and bigger and their lives a whole lot 
easier. 

However, Ocean's up-and-eom ing 'game of the 
film' of The Addams Family looks set to hum mesa 
theories on their heads. When programmer James 
Higgins and artist Warren Lancashire began work 
in April 1 991 , they were concentrating on getting 
the computer versions right but just as the game 
was beginning to take shape, the pair were called 
□way b start work on the same title for Nintendo's 
Super Famicom. Starting again from scratch, fhey 
managed to complete this project by last 
November, 

But then,, having hardly had time to pat themselves 
on the back liar a job well done, (hey had to roll up 
their sleeves once more and get back to work on 
the original code. It was at this point that the 
decision was made to start all over again, to try to 
make the disk versions every bit as good as the 
finished Famicom game. 

Higgins takes up the story: "We looked back at 
the old cade and thought 'euugh!' It wasn't 
colourful enough, there was no parallax scrolling 
and it generally felt slower because we had to move 
down from 60 frames per second to 50. Basically, 
we'd got so used to how the Famicom version 
played that we didn't want to go back.'' 

There were other problems. The game design had 
changed over the months, with numerous new 
graphics and locations making their debuts. In a 
way it was easier to start again," Higgins. continues. 
"After all, we were trying to go bock into a source 
File that was more than three months old and to be 
honest : didn't really understand what was going on 
- it was just a nightmare to try to get back into it." 

The team hadn't seen the film when they began, 
but they did have a script to work from. "Warren 
originally sat down to bash out a few ideas," 
explains Higgins-, "and we eventually ended up with 
a design document about 100 pages long." 
However, before much work had been done on 
this, the project began to take the first of its many 
detours. The route which 
the gameplay was taking 
changed after a couple of 
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PROJECT: The Addams family 

PUBLISHER: Ocean 

AUTHOR: James Higgins 
(coding) 

Warren Lancashire 
(graphics and game design] 
Simon Butler 
(additional graphics) 
Jonathan Dunn (music) 

INITIATED: April 1991 

RELEASE: TBA 


weeks," says Higgins.. "A\ first it was more puzzle 
orientated, whereas the final idea is a more 
'arcadey' platform game." 

The reason for this is quite simple - the lads had 
discovered consoles. '"We'd been ploying console 
games for quite a while. It seems that everyone is 
nowadays - even the magazines one raving about 
fhern - and it came to our attention that there 
wasn't a true console-style game available on 1 6- 
bit. Since then there have been things like 
RoboCod and Magic Pockets, but at the time we 
thought l+iot maybe we'd be me first," 

The object of me game is to lake Gomez {the 
father of the ghoulish gang) on a trip through 1 6 
levels in a auesrto find the rest of the characters 
and bring them back ho the music room. Here 
Lurch awaits, torturing the keyboard of o 
dilapidated piona (the more characters you rescue, 
the better his playing becomes - giving you an 
even greater incentive to hurry up!}. 

Find Uncle Fester, Puggsley, Wednesday; Thing 
and Grandma and the final barrier lifts, allowing 
you to enter the last (and hardest) level to retrieve 
your loving wife Morticia who's being tortured by 
the evil Judge Womack (and, this being The 
Addams Family, is quite enjoying it!), 

It makes a refreshing change that the game plot 
fits in well with the film's storyline. Achieving mis 
wasn't easy, as Higgins poinhs out: "The film is 
really based on dialogue - all of the humour 
comes from the interaction between the characters. 
At first we thought it was going to be difficult to 
turn this into a game, but we eventually decided to 
base the game just on the Film's last 20 minutes 
and that seemed to work quire well." 

So, having lived with this crazy family of 
monstrous misfits for almost o year now, would 
Higgins and Lancashire be glad to move onto 
something else now? "Yes/ J quips Higgins, "The 
Addams Family 2T Same people are gluttons far 
punishment, 


STOP it 




GOMEZ CAN TAKE his quest skywards by 
collecting and using the short-range 'Fezicopter 1 
(a Fez with a rotor blade on it!}. Us use is limited 
by time j but it can hetp him to reach the parts 
that those other pkk-vps can't reach - such at 
this roof section which may fust reveal some 
extra locations. 



THE ICONS and pkk-ups are definitely console- 
inspired: the extra life tokens am even sailed 
'lupi'i Higgins is gvkk to admit the debt "I 
don't think it was a conscious decision to dtp it, 
it just teemed tike tin obvious mime to call them 
as that's what they're called in the arcades and 
in console games." 

THE ACTION isn't 
strictly confined to the 
Addams Family 
mansion either: 
Gomez if free to roam 
the outside 
environment to 
continue the quest. 
Watch out for another 
mansion, which rsn'f 
afl that it seems. 



DESPITE THE FACT that if s based on a 1930s 
satirical cartoon strip land, of course, a cult 
1 960s TV series] Orion's current movie 
adaptation of Charles Addams' freaky family 
has became a startling box office success, 
raking in over $100,000,000 En America and 
a staggering £8,000,000 after only five weeks 
in the UK, Anyone fancy betting against 
Addams 2? 


THE STAIRS AND DOORS lead to the first of 16 
distinct levels, each of which has up to 16 further 
sub -levels contained within it (although not all of 
these will be immediately apparent to the naked 
eye\ t Having delved so deeply into the world of 
console;, far the gameplay. the boys couldn't 
resist the age-old trick of including bonuses and 
short-cuts in hidden roams, doors and passages, 

THE SCREEN LOOKS a little smaller than you'd 
usually expect, something else that Higgins puts 
down to the influence of the Famkam. "Ws 256 
pixels wide and 208 deep," he explains, "which 
is exactly the same as the Famicom - it's just that 
that machine uses pixels like Lego bricks!" 
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G* Commodore 



INTERACTIVE 
MULTIMEDIA 


THE WORLD'S FIRST 

MULTIMEDIA SYSTEM FOR THE HOME 


A New Age In Home 
Entertainment And Education 



EDUCATION 



CDTV finds Us place alongside the TV and Hi-Fi 
system in the home. H is similar in appearance to ex- 
isting video and CD ptayers and, with its infra red 
remote control, is just as simple to operate. But that's 
just the beginning. CDTV transforms television from 
a passive to an active medium. The vast storage 
capabilities of the CD make it an ideal mass informa- 
tion provider, capable of storing and 
displaying a combination of colour pic- 
tures, text, graphics, voice and stereo 
music of the highest quality. CDTV offers 
a new realm of audio and visual ex- 
perience for everyone. ehtertainhint 

FOR REFERENCE 

s — For the classical 
l music buff it Is 

V r*J \ passibl e not only to 
>^ ) hear Beethoven's 

^ Fifth Symphony, but 

msK to see the orchestra 
perform. foNow the score and 
read about the composer's life 
and times. The Timetable of 
Science and Innovation walks you 
through 3. £50 key events i n scien- 
tific history. It employs animated 
maps to 3how where every event 
occurred and a visual Lift-off from 
the earth's surface. Key events 
are accompanied by audio 
presentations with graphics and 
sound recordings from the archives of the world's 
great museums. Browse quickly or examine an exhibit 
in detail. 

FOR COLLEGES & BUSINESS 

When Toyota, decided to open a car assembly plant 
In Derby, Derbyshire County Council commissioned 
the production of Japan World', a CDTV title which 
allows students to explore and ex- 
perience the Japanese language, 
ilestyle and culture. It also provides a 
valuable insight to businessmen with in- 
formation on Japanese business 
philosophy and negotiation protocol. 

CDTV offers a seemingly endless range of possibilities for learning, entertainment and enrichment 
tor everyone whether in the home, the classroom or in business. 
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FOR EDUCATION 

For young children learning to read can 
be an adventure! In the Ihle Cinderella, 
for example, they can use the remote 
control unit to click on words and pic- 
tures to hear pronunciations, syllables, 
definitions and second language transla- 
tions. And learning about the world can be fun loo. 
The World Vista Atlas provides detailed 
information in words and pictures on the 
history, architecture, language and 
geography of each country. This can be 
c ross referenced to compare with details 
ot other countries. 

FOR F UN 

There is a wide range of enter- 
tainment titles available for every 
age-group. Sherlock Holmes, 
Consulting Detective, Includes a 
video and audio tour of Victorian 
London. Players can choose 
suspects for Holmes and Watson 
to interrogate and can search 
issues of the London Times for 
clues. A CDTV disc's graphics 
capabilities take action and 
simulation games to a new level. 
Falcon makes you a pilot of an 
F-16 fighter and has accurate 
simulations of weapons systems, 
cockpit controls and flight char- 
acteristics allowing you to 200m 
like the ultimate stunt pilot wilh extraordinary realism, 

FOR HOBBIES 

CDTV can also enhance your personal 
interests. The Gardenfax Series Is 
designed tor use by novice or expert and 
provides hundreds o ; full colour illustra- 
tions, as well as information on planting 
and requirements for care. 
New Basics Cookbook provides full col- 
our illustrations of recipes, 'talks" to you 
to offer tips fig you cook and automatical- 
ly substitutes recipes with a click of the 
remote control. ^ * LEISUPJt 



PERIOD CALS 



Are you bored with trie TV? Do you yearn for something 
a little more interesting, something which stimulates 
the old grey matter and indulges your desire to be 
entertained? Enter the Commodore CDTV, the world's 
first advanced learning and entertainment system 
which plugs straight into your television. Based upon 
the familiar compact disc player, the CDTV offers a rich 
set of information and communication capabilities. It 
bring* together pictures, words and sounds In a new 
format, joining them together in a fascinating world of 
audio visual challenge and experience. 

The multimedia CDTV player combines a professional 
CD audio system, advanced computer technology and 
infra red remote control, to offer a wide variety of in- 
teractive applications, These range from games, music, 
gardening and personal health, to educational discs 
tor any level. In addition, CDTV provides high quality 
audio reproduction for existing music CDs. CDTV is 
very easy to use and gives you total control over what 
you see and hear, offering you the chance to learr new 
skills and discover hidden talents 


£499 

INCLUDING VAT S DELIVERY - Order rat: CCD 1000 


With every CDTV from SiJica, you will receive: 
WELCOME - A GUIDE 70 CDTV 

The 'Welcome' disc replaces a weighty printed manual with col- 
ourful and exciting animation, sound, voices and text. 

LEMMINGS woftth: £34.99 

Up to 100 lovea&le Lemmings drop in to over 1 DO sera-ens full of 
danger in this best selling arcade classic. 

HUTCHINSON'S ENCYCLOPEDIA worth £49.99 

The first British mulli-media encyclopedia- IT features over 1.6 
million words, TOO biographies, 20O0 pictures, 150 maps from UN 
and 200 audio samples from Itie BBC sound archives. 

FREE HOLIDAY 

HOTEL ACCOMMODATION 

Every CDTV Trc-m Silica comes with a FREE 72 page- colour 
brgchure with accommodation voucher*. These vouchers entitle 
2 people to up to 16 nights FREE hotel accommodation (other op* 
tions allow 4 people to stay up to 6 nighls), There are also ac- 
commodation offers On hotels in London and France. 


PIUS! 


SILICA SYSTEMS OFFER YOU 


FREE OVERNIGHT DELIVERY? On nil C0TV ptayere shipped in the UK mainland. 
technical SUPPORT HELPLINE: Team pf iscrnruHl experts at your servlM. 
PRICE MATCH; We normally match compfltiiara an a ' Same prodiKl - Same price' aasis 
ESTABLISHED IS YEARS: Proven track record in sales and service. 
BUStNESS + EDUCATION + GOVERNMENT; Volume diSCDirtllS available: ior largs qrdera. 
SHOWROOMS; Oemonairation and lraining facHities at our London & Sidcup brauchaa. 
THE PULL STOCK RANGE; All of your requirements from one supflti&f. 
FREE CATALOGUES; Will be mailed to you willi altera and product de1ail5. 
PAYMENT: By cajh. cheque, ail major credit cards, m extended paymant plan. 


RETURN THE COUPON 
FOR A FULL COLOUR 

CDTV CATALOGUE 


MAIL ORDER: 

'Jrdfcr Ungf Qpqn. 


LONDON SHOP: 

Ow ning Hwm; 

LONDON SHOP: 

Op*mrg HojiS 

SI DC UP SHOP: 

Opining HoUWi 


1-4 Tlve Mews, Hatneney fid, Sidcup, Kent. DAH 4DX Tal: 091-309 1111 

Mon-Sai SOCum-flWpm Ho Lata Night Opening Fir. N* 0*1-3*0 OKB 


52 Tottenham Court Road, London, W1P Q6A lei: 071&B-0 AWQ 

Mon-Sal BJQam-llDOpm Ho LbIi Nlghl Panning Fun Nn: 0T1-3KJ 

Self ridges fist Rnon, Oxford Stoat, London, W1A lAB Tbl: 071*629 12M 

Mon-flU BJCttm-iflOpm LbJb Might ThLfftdBy until flpm EiSPllicn: 3614 

1-4 TJw Mews, HaWiartty Rd, Sidcup, Kem, CA14 4QK Jt\: 001-302 8811 


MAIL ORDER HOTLINE 

081-309 1111 


SILICA 
SYSTEMS 


J 


To -Silica Systems, Depr ONEAM-1291-71, 1-4 Tta Mere, Hathgrley Rrj, Sidcup. Kent, DA14 4DK 


PLEASE SEND ME A CDTV CATALOGUE 


Mr/MraAls: 


Address: 


TbI I Home): 


Inn" m 


Surname: 


Post: dob: 


T*l <WOrk): 


Company Nama \\f applicable): 


^WhlCti eomputBn(5), iF any, do you own? , .7^ 

EMJE *dVtn Md P'iCH * r rt ±M£ll*lUftf i HU tMltp - PH.H Irf.r- njlJSijn 13* |h* swk nftnad an 


First there was the book, then came the film. Now Virgin is developing a 
computer game. Can it do justice to a sci-fi legend like Dune? 




IN SPACE Dune looks 
like any other planet 
rrr the system* The final 
version wffl came with 
on avtomaticalh/ 
updated map of the 
globe showing 
Harkonnen territory in 
red and yours in blue. 

A zoom futility will 
enable you to foctil an 
settlements and check 
on motivation and 
production levels in 
any Firemen sietch* 


WANDERING AROUND 
without directions i*n*t 
recommended - if 
takes just a few 
minutes under the sun 
far you to coflapse* 
This doesn't mean 
death, though: in the 
interests of continuity., 
you dream of your 
demise f but wake up 
in the palace o tew 
seconds later. One 
way to avoid this is to 
get hold of a stifSsvit. 

Worn and 
manufactured by 
fremen, these recycle 
and preserve your 
body fluids so that 
you can survive m the 
desert far hours. 


PAUL ATREIDES, son of 
Duke Leto and Jessica, 
oho known as 
Mua'Dib, the Kwisatz 
Haderoch or the 
Chosen One. If you 
want to survive long 
enough to save Dune, 
you'll have to 
concentrate on 
producing enough 
spice to please the 
emperor. The crucial 
question is weighing 
up haw much you con 
keep for yourself 
before the old geezer 
starts to smell a rat* 


M RANK HERBERT'S Dune has become one of 
the most admired, analysed and imitated 
science fiction classics of our time. It tell* the 
tale of a planet thar has no water, vegetation or 
obvious means to support life, yet remains coveted 
because of its mysterious reserves of spice. 

The original 1 968 novel was quickly followed by 
four sequels aid in '984 David Lynch attempted to 
relay the convoluted plot in celluloid. The movie 
bombed. Despite Its cast which included Sting,. 
Kyle MacLochlan and Max Von Sydow and some 
spectacularly Gothic special effects, nobody could 
make head or tail of the story, let alone work out 
what all tfie dramatic music was about. 
Now that it has acquired the licence to produce 


rhe computer game, Virgin is determined not to 
repeat Lynch's mistakes. The development team 
with the task of coming up with a tight design is 
Paris-based Cryo Interactive Entertainment. Cryo's 
firsl task was to decide which aspects of the book 
they should focus on. They started with lots of in- 
depth research, as Project Manager Philip Ulrich 
explain s: "We re-read the books several times, got 
hold of everything else we could find on the subject 
and watched the movie over and over again. 
Whenever we come across somebody who had 
read the book we asked them what had impressed 
them the most and what their strangest memories 
were.'" 

Eventually they came up with a checklist of 
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TO MAKE IT EASIER for novkes to get into the game, the emphasis isn't so much 
on exploration as on using the information revealed to you at exactly the right 
place and time. Act on it correctly and you may end up riding through a 
landscape like this on the back of one of the planet's legendary giant worms. 


AUTHOR: Remi Herb u lot (Design, Coding) 
Patrick Dublanchet [Coding) 
Jean-Jacques CKaubin (Graphics) 
Didier Bouchon (Original Design, Graphics) 
Sohor Ty (Graphics) 
Stephane Picq (Music) 
Philip Ulrich (Project Manager) 

INITIATED: July 1989 

RELEASE: June 1992 


Features which had to go in: the desert planet; its 
native inhabitants, the Fremen; its most valuable 
resource [the mysterious Spice); the planet's giant 
worms; and the rivalry between me House of 
Harkonnen and the House of Atreides. Inevitably 
some of the plot elements have had to be altered, 
but Cryo has. been very careful about maintaining 
the distinctive Dune atmosphere. 

There were teething problems at first. Virgin and 
Cryo just couldn't agree; Initially we weren't keen 
on the story board/ 1 ' recalls Ian Malhias, "In fact, 
after a lot of talk we eventually told them to forget 
about the whole thing. Then ■four months, later they 
came back with a new version, loaded it up and it 
looked really good/ Those changes had been 


mostly structural: the in-game presentation 
sequences had been edited inlo aft introductory 
ma^ie sequence with the main action concentrating 
on me strategy proper. 

The game is divided into two halves, one 
controlled by the evil Harkonnens and the other 
allotted to the dear- thinking, honourable House of 
Alreides- As Paul Atreides, heir to Duke Leo, you 
have two objectives. First, gain influence over your 
territory by enlisting the help of the native Fremen 
and encouraging them to mine spice. Then, once 
you've got control over your half of the planet, 
expand by doing battle with the Harkonnens, until 
Dune is yours. 

Right nrom the start, Cryo has been eager to 


make the game accessible to everyone, not just 
Herbert or Lynch fanatics - and this is reflected in 
the choice of overall design, Ian Mathias is 
enthusiastic; "The idea is that once you've learned 
how to da something,, you get a reward and don' I 
have to bother with that part of the game ever 
again." For example, the beginning of the 
adventure concentrates on spice and man 
management and at this stage Paul needs to fly 
From place ta place in an omithopter'. Once his 
psychic powers have been built up through spice 
exposure, however , he no longer needs to travel - 
he can control everything with his mind. 

Typical of this user-friendly approach is the Book 
Of Dune. To save you moking nates on paper, this 



it 



VISITS TO VARIOUS Fremen 
leaders and their settlements 
an essential in the first half of 
the game* Once you Ve 
gained their trust, native 
prospectors vsrfl be happy to 
seek out and map the most 
profitable spice mines. Not all 
Fremen make excellent miners 
everywhere: while some ore 
nomadic by nature r others are 
only content when mining 
near their homes. Others stiff 
may not be skilled at mining; 
use these as troops* 
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PROJECT; Dune 
PUBLISHER: Virgin 

AUTHOR: Rerni Herbulot (Design, Coding) 

Patrick Dublanchef (Coding) 

Jean-Jacques Chaubtn (Graphics) 

Didier Bouchon (Original Design, Graphics) 

Sohor Ty (Graphics) 

Stephane Pkq (Music) 

Philip Ulrich (Project Manager) 

INITIATED: July 1989 

RELEASE: June 1992 



MOST OF CRYQ'S graphics start as pencil drawings and or* then 
scanned into the computer. Graphic artists Jean-Jacques Dublanthet and 
Sohor Ty then make alterations and add colours. 


IF YOU WANT to win, nothing 
less than domination of the 
entire planet wilt do and the 
only way to accomplish that is 
all-out war. This scene of night- 
time firing, incidentally, was 
inspired by Gulf War footage, 


personal diary, -accessed from the main 
■control screen, records all your discoveries 
automatically. Should you forget that 
essential bit of inside information you 
learned two journeys back r all you have to 
do is get out your notebook. 

A crucial part oF any interactive strategy 
adventure is the control system, Eighteen 
months into development both Cryo and 
Virgin are very pleased with their attempt. 
\fs all been squeezed into a compact 
panel at the base oF the screen and 
despite the wealth of interactive elements 
available, icons and menus have been 
kept to a minimum. Ts fairly simple to get to grips with," says Mathias. Irs 
all ooint and click and leads you into the actions very easily. The best thing is 
that if s so intuitive. If you want to talk to somebody, you do the obvious - just 
click on them and you're immediately rewarded with a speech bubble." 

Most of the programming spadework has now been done. The lead 
development machine is the PC and work is currently underway to convert its 
256 colours (if you think the graphics shown are particularly impressive that's 
because they're taken from the PC version). This will be the only major 
difference - the gameplay will be exactly the same in both, allhough Cryo will 
have to do some clever compression to cnam 50,000 lines of code (and that's 
just for the main body of the program) onto Iwo or three disks. 
When the finished product finally makes it to the shops, it'll be eight years 
e David Lynch' s Dune first hit me screens. Virgin remains unruffled: "Dune 
has a strong cult following, The game is bound to do better than the film.''' 




WtTH A FEW minor exceptions, mast of the novel's main characters have 
survived translation into the game* The officials of the House of Atreides 
provide valuable clues and advice on how to tackle the planet, and you 
can charge up to two characters to follow you around as personal 
advisers at any stage. 



since 


CARtY ON in the game, the ornithopter is your only means of transport. 
Flying is totaliy computer controlled as Cryo has opted not to include too 
many arcade elements. In some situations, giving the vehicle the correct 
directions is absolutely essential. 


PAUL DERIVES mast of his 
psychic powers from his 
mother, the Lady Jesska- She 
provides useful advke early on 
and if later able to use her 
special powers to locate secret 
rooms in the palace* It doesn't 
take much probing to get her 
to seek out a selection of 
otherwise impenetrable 
chambers, including essential 
armoury and 
telecommunications rooms. 


VIRGIN HAS the rights to 
reproduce the faces of all the 
actors from the movie, except 
Sting. As Cry* had already 
come up with a very passable 
version cf the megastar's face, 
same last-minute doctoring 
had to be dane to comply with 
the rules, This new, updated 
version features most of the 
anginal portrait, with a few 
facial characteristics altered 
and much of the hair removed. 


CONVERSATION HAS been 
structured with novices in 
mind. Characters explain aft 
their statements, defining new 
plat elements as they appear. 
From idle chatter you team 
about your home planet, the 
Fremen, the Harkonnens and 
spice. This blue-eyed Fremen 
may or may not be the woman 
of your dreams - as Paul, your 
search far your sout mate is 
confused by another female. 




THE REAL DUNE 


ON ITS PUBLICATION in 1963, Dune won 
Frank Herbert both the coveted Nebula and 
Hugo awards for science fiction literature, At 
me heart of the story is the most valuable 
commodity in the universe - spice, Spice, 
otherwise known as melange, is only found 
in the sands of Dune,, prolongs life, extends 
consciousness and is used by navigators to 
travel through space. The action of this drug- 
dominated universe focuses on the rivalry 
between the Houses of Atreides and 
Harkonnen, but what makes the story so 
compelling is the degree to which this highly 
detailed, self-contained world is underscored 
by a sense of vision and mysticism. Paul 
Atreides isn't just a hero, he's also cast as a 
kind of Messiah. There are four further navels 
in the Dune saga: Dune Messiah, Children Of 
Dune, God Emperor Of Dune and Heretics of 
Dune* Despite its failure at the box office, the 
film is worth watching - bur be warned, 
you'll only be able to make sense of it if 
you've read the book... 
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TWICE THE RCTION! 


Everyone's favourite m u It i-f or mat games magazine 
doubles its action factor next month with a stun- 
ning front cover disk catering for PC Amiga and ST 
owners. A thrilling blend of demos and complete 
games, the disk will reflect Ace's determination to de 
liver the earliest news of the hottest games, giving you 
the chance to sample and play the latest releases on 
your own machine - what better way to get a taste for\ 
that new title? \ 

TEN TIMES THE EHCITEMENT! 



1 


ACE continually leaves the competition standing by running ex- 
clusive pictures, previews, development reports and Tricks and 
Tactics on the games that YOU want to know about. 

We provide a breadth of coverage unavailable in any other 
magazine, reviewing and rating EVERY major new release with 
handy at-a-g lance icons and scores. Each issue carries reviews 
for more than a hundred currently available titles. 

R HUNDRED TIMES THE DEPTH! 




ACE March - Out February 8th 
£2.75 with Tri-Format Disk 


<§>ne 

FEATURE 


Can the first Amiga-compatible piano tutor teach an idiot how to 
play? Kati Hamza investigates. 


THF KEYBOARD itself rovers 
five octaves, has touch- 
sensitive keys, in-buift 
speakers and 128 preset 
sounds. You can connect it to 
a stereo or headphones (a 
small pair is included in the 
package) and there at e MIDI 
in and Out sockets, although 
no MIDI Thru. The keyboard 
connects to the 
Amiga via a cable 
which plugs into 
your computer 's 
serial port. 



IPH'IM'IHIUII! II 


LESSONS DON'T get down to the nitty grilly right away, The piece you're 
about to learn is first put into brief historical ami musical t out ext.- if you 
want to, you can click on highlighted word's for more- info on specific 
points. Occasionally, lessons are punctuated by brief multiple choice 
tests designed 10 make .sure you've rememltered what ynu learned- 



OK, SO IT'S SOT the ultimate in .sophisticated yarning, hut there are worse 
ways to learn a bunch of notes than by shooting a flight of ducks, 


Y 



OU'RE IN A LARGE, elegant mansion. As- you enter the music 
room, your feet sinking into the richly carpeted floor, a grand 
piano looms into view. It takes exactly 20 seconds to whip off 
your jacket, and in another 10 you're on the piano stool, your pliant 
fingers poised over the keys. There's a hush of anticipation, a rustle 
of excitement. Then you begin 10 play.., 

In this kind of daydream, what comes next is always so easy. Your 
hands glide effortlessly from black note to white note, jump octaves 
with the greatest of ease and twist elegant fingers around scales, 
chords and arpeggios as if they were created just to tickle the 
ivories. What a shame that in the real world you think scales are for 
weighing bananas and wouldn't know a treble clef if it slapped you 
in the face. You may be dreaming about being another 
l.ibenier but nothing short of a miracle i>. xohi-j, Hi mm you 
into one. 

And by extraordinary coincidence, Mindscape is 
offering you exactly that. The Miracle piano teaching 
system kits you out with a keyboard, a foot pedal, 
earphones and 40 progressive piano lessons designed 
to guide you from total Ignorance to a spectacular 
rendition of Handel's Water Music m six to u months. What's 
unusual about the whole six-module extravaganza is that it plugs 
into the back of your Amiga and loads in all of its lessons from disk. 

Apart from the obvious saving on formal piano lessons (not to 
mention volumes of music books), there's another major advantage 
to this computer based tutorial: it S interactive, so the lessons adapt 
to your rate of progress. The system doesn't just monitor your 
mistakes either it also mils you how well you've performed and 
repeats exercises when it thinks you need more practice. Each time 
you play, your position in the course is saved automatically; the next 
time you switch on you can start exactly where you left off. You can 
even consult an up-to-date analysis of your progress, complete with 
statistics on your overall performance, rhythm and piu-b. 

Although you can use the Miracle as a refresher 1 course if you're a 
reasonably experienced keyboard artist, the package is designed 
with absolute beginners in mind. Lessons take you from the basics 
(pcisiure at the keyboard, correct positioning of the fingers), through 
bijsic tunes played with right and left hands, to more advanced two- 
handed pieces incorporating chords and complex rhythms. 

The system is highly structured, easy to digest and {barring the odd 
cramp in your little finger) practically pain-free, Each lesson 
concentrates on learning a single- piece of musie (lomething sale like 
Twinkle Twinkle Little Star) and guides you through the process step- 
by-step, using a combination of text, animated visual aids and music. 
You hear the piece several times before you actually play it: if you 
don't get it right first time you simply keep on trying till you do. 

Once you've mastered a piece, the lesson takes you through several 
more practice attempts and introduces you to the metronome (for 
the correct tempo) before a climactic no-holds- barred performance 
with simulated orchesira. Hold your own and you're considered to 
have completed the lesson; if you've got a printer you can even pr im 
out a certificate to say so. 


A MUSICAL NOTE 

The Miracle requires an Amiga with at least [Mb of RAM. Although 
you don't actually need them, an extra floppy drive, or better still 
a hard drive, are recommended. If you do only have a single drive 
you should think seriously about upgrading before purchasing the 
package otherwise the amount of disk-swapping you'll have to 
do could lake all 1 be joy out of your Miracle. 
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It doesn't take long to feel a 
certain sense of achievement 
which is in fact the whole point. 
Within ihe firsi half hour, the 
Miracle has you playing a Fully- 
nerlkjwl tune and starting to 
read music. Every time you do 
something reasonably well it 
tell* you so; if you mess up, it 
pinpoints where you've gone 
wrong, then praises you when 
you finally get it right. The 
process is reassuringly human. 

But is it worth it? Although it's 
nowhere near what you'd have 
to pay for a real piano, £299 is 
still a lot to fork out for a 
jazzed-up keyboard — you could 
certainly spend a lot less on a 
basic Yamaha or Casio and a 
cassette-based tutor. 

In the end it all comes down 
to what you need. The Miracle 
offers an independent keyboard 
(you only need the Amiga to 
play the software, not the 
music), plus one of the most 
user-friendly leaching meihods 
around. Wauhing [he nrnes 
played on screen, taking lessons 
especially tailored to your 
ability and getting direct 
feedback from your computer is 
definitely more advanced than 
poring over a bog-standard 
book. 

As a keyboard or a MIDI 
Instrument on the other hand, 
it's no great shakes. The internal 
sounds are reasonable enough 
but tend to err on the side of 
function rather than quality. As 
for the orchestra] 
accompaniments, although it's 
fun to notch up the playing 
experience, the tone is 
definitely short of mirm ulcus. 
The choice of music is distinctly 
middle of the road, which is fine 
if you're into Puff The Magic 
Dragon and Sfar Wars. 

So if you want street cred. 
loads of backing patterns plus 
bags of presto red rhythms and 
harmony effects, teach yourself 
to play an ordinary keyboard. If 
you want to read music and 
learn to play more conventional 
piano tunes, but don't want to 
spend a fortune doing it. invest 
in a Miracle Instead. 



THERE'S NOTHING TOUGH about Ripcftord if you play the light 
chords the- purnc flutists land safvly if you don't. tht:y die. There's 
just arte problem.- the whole thing can prove- n tad slow. 



OF THE FOUR. Aliens! kaS to be the most cinematically evocative 
of the sub-games. The alien spaceship beams down and plays a 
series of notes. When they've finished, its up to you to copy 



THE JUKEBOX isn't designed to teach — just select any song from 
the Miracle repertoire and it plays It with complete orchestral 
accompaniment and no metronome. According to the manual, it 
comes in particularly handy at parties... 




ANATOMY OF A MIRACLE 

Although you're likely to spend most 
of your time working through the 
lessons, the Miracle's software Is 
actually divided into six distinct 
modules. All are easily accessible 
from the main menu. 

THE CLASSROOM 
This is the place you go to learn. 
Normally you simpEy follow the 
lessons in order, but you can skip a 
chapter or revise a subject that 
you've already covered. 

ARCADE 

Miracle learning is designed to be 
fun. There are four simple arcade 
games to choose from (Ducks. 
Hipchord, Aliens! and Jukebox), each 
of which is designed to help you 
practise a particular aspect of 
technique: chords, memorising note 
sequences or learning new keys. 

STUDIO 

Although this isn't intended to 
replace sequencing software, the 
Studio does allow you to record and 
play back up to seven tracks of 
superimposed music. Basically this 
means recording different parts, say 
for drums and bass, then playing 
them back simultaneously as a single 
piece of music. 

ADMINISTRATION 

This system setup screen is the place 
to log on new users, and define 
settings for factors such as the foot 
pedal, orchestra and metronome 
volume. From here you can also 
check up on your progress and print 
out your certificates. 

PERFORMANCE HALL 
Feel like impressing your friends? 
Visit the Performance Hall any time 
to show off your keyboard prowess 
with full accompaniment courtesy of 
the Miracle orchestra. 

PRACTICE ROOM 

Allows you to practise any of the 
songs featured in the lessons, plus a 
further repertoire. You can practise 
the piece alone, play one hand while 
the Miracle plays the other, or get 
back to basics and check out notes 
and rhythm. 


THE ONE MARCH 1992 


■ 37 


Make Cheques mid 
Postal Orders payable to 
A-J.P.D.L and send them 
to: 

17 WATSON AVKNUE, 
ST ALHANS, I1KKTS 
AL3 51 IP 


A.J.P.D.L 

17 WATSON AVENUE 
ST ALBANS 
HERTS 
AL3 5HP 
(DEPTCU) 



DEMOS 

D001 Qa^ic Demos 

D002 Steilihy 2 

D003 Reel Manoeuvres 

D004 Iraq Demo 

D005 Naughty Slideshow d 1 

D006 Naughty Slideshow d2 

D007 Safe Sex 

DQOS Iron Maiden 

D009 Lotus Car Chase 

DO10 Rabocop2 Slideshow 

DOU Naughiy Cartoons 

DO] 2 Robocop 15 seconds 

DO] 3 Total Recall 

DO 14 Evil Dead 

D015 Alternative Neighbours (X) 


G001 
G002 
G003 
G004 
G005 
G0O6 
G007 
GOOB 
G009 
G&lO 
G01I 
GO! 2 
G013 

\otnA 

GDI 5 


GAMES 

Missile Command 

Pontoon 

Risk 

Star Trek dl 
Star Trek d2 
3d Tctris 
Tetns 

Pak Man 81 
Monopoly 
flames Galore 
Chess 

Games Disc 
Rasdhbler 
Video Tennis 
Holy Grail 


Free Catalogue with every order. 
No Minimum Order. VIRUS FREE 
Orders despatched within 24 Hours of receipt of 
order. 

If you cannot see the disc you are looking for send us 
details and we will get it for you for no extra charge. 


PER DISK 
INCLUDING 
P+P 


MUSH 

MOO 1 Debbi c Gibson - Electric 
Youth d 1 
t Debbie Gibson - Electric 
Youth d 2 
IM003 Madonna - Spanky 
|mOQ4 Pttshop Boys - Always on 

My Mind 
|M005 Jean M Jam - Docklands 
MQQ6 Music Invasion 2 
Im007 BcuyBoodl 
M008 Betty Boo d2 
M009 Madonna - Vogue 
M01O Rat dance Mc gamin 
M011 Madonna • Like A Virgin 
M012 Eve Of The World 
MO J 3 Yellow Megamix 
MOM Queen- Rash dl 
MO 15 Queen - Flash d2 
MO 16 Loadiftrnoney Rap 
MOl 7 Pet Shop Boys 
M01 5 Jean M Jarre - Live 
M0I9 Genesis 
M020 Sam Fox (X) 
M02 1 Queen and Black Box 
M022 Dirt Straits 
M-023 Bomb The Base 


AMIGA FAULTS 
REPAIRED 
Quality work done for 
only £23 .SO 

ASOO. 1000. 1500, 2004 k AS90 


AMIGA NEEDS HELP?? 


For peace of mind, speed & 
postage charges paid, call 
for our fixed price offer 
anywhere in the UK! 

includes free piece 
of software! 


1 



STAR ASSOC. COMPUTERS 
Ring Our Engineers on 
081 961 5366/4412 



UTILITIES 

U001 

Master Virus KiUer 

UD02 

Megi Utili Disc 

U003 

Amibaaa 

U004 

Qbase 


Spreadsheet 

U008 

Journal 

U007 

Text Plus 

jUOOS 

CLI Tutor 

TJ0O9 

51X Spectrum Emulator 

U010 

^ J £.A T?- 1_3 — 

Commodore &4 hmulator 

U011 

I .' i r k i tar 

11012 

Game Music Creator 

U013 

Sun Dragon Uuii 

U014 

D Copy 

U015 

Zodiac Compactors 

U016 

Digi Tech Utils 

U017 

Wiz Base 

U01S 

C - Light 

U019 

Jazz Bench 

UG20 

Noise Tracker 

U021 

Blorhylhms 

U022 

North Sea L3 

U033 

M-Cad 


RECOMMENDED 
UPGRADES FITTED! 
(Or supplied) 

IMb-SMb Mem upgrades 

Emulators 

Double sided/drives 

Hard disk drives 

+ more 


Shop 10, Bridge Park, Harrow Road, Brentfield, London NW10 ORG 




DIAL * A * GAME 


HUNDREDS 
OF GAMES 
IN STOCK 


ALL GAMES ORDERED ARE DELIVERED TO YOUR 
DOOR, CASH ON DELIVERY WHEN SAFELY RECEIVED! 

Normal Phone Rates 
Open Early until Late, 7 days a week 



ATARI ST/STE - AMIGA 


Games for REVIEW or PURCHASE 
TRY before you BUY 
At least 15 % oft all software Guaranteed Origin a s 
We have the LOWEST Membership & Review Fees of any 
ST fit Amiga Club 
Swop your originals in our SWOP SHOP 
[ALSO MOST MAJOR CONSOLES} 
From only £2.50 a title 
SPECIAL MARCH OFFERS FOR NEW MEMBERS 
New releases added WEEKLY 
Monthly Newsletter plus lots of 
Membership Interaction 

Plcasr STATE FORMAT and enclose a LARGE SA.E. + 30p stamp lo: 
Cum-Cum Software (International), 
Tfepl THO, Gardener 1 *, 63 Kings Nurlh Road, Ashford, Kent TN23 2.HZ 



FEATURE 


When a company produces a game, you normally hear it first 
right here in The One, But how do we find out about it? Crystal 
balls? Divine intervention? Nope, from people like Woody,.* 



My Ideal Compilation 



DANIELLE WOODYATT (or Woody as 
she's usually known) is one of the masf 
respected PR people in the business, having 
been responsible for many of the greatest 
press outings and industry events to date. 

Her humble beginnings were in the 
fashion industry, but looking For o new 
direction she learnt of a job at US Gold 
from a Friend, applied and got it. Sinoe 
then, she's managed to organise some of 
the most professional and entertaining 
promotions in the industry. It wasn't always 
so: in fact, her first presentation ta an 
audience of merciless joumos was far from 
smooth. The game was Dream Warrior and 
the night before wos spent playing the 
game thoroughly . She learnt every nook 
and cranny and turned up the next day a 
nervous wreck, She took hold of a joystick, 
started to play the 
game and forgot 
all about actually 
presenting it, while 
the assembled 
crowd became 
more and more 
bored. 
So why does she 
still do a job that causes so much 
embarrassment? "It's a brilliant industry to 
be in. There are just so many characters 
like Ciaran [Brennan - ex-^editor of Tne 
One] and Gary [Williams - publisher of 
ACE magazine]. The first time I met those 
two had to be one of my worst moments. I 
was so nervous." Their legendary 
mickey-taking probably didn't help either. 

They're not the worst people Woody r s 
had to put up with in her time, though. A 
certain director of Ocean showed his 
character at her very first PC Show, Having 
spotted Ms. Woodyatt at the US Gold 
stand, the irrepressible Gary Bracey made 
his way over and in a dead cairn voice 
made a rather personal proposition over 
the public address system. In no uncertain 
terms he asked her if she wanted to get to 
know him, ahem, in the biblical sense. 
Needless ta say, she nearly died of 
embarrassment. 

Times have changed since then., and 
Woody has risen to the auspicious position 
oF Group Public Relations Manager, 
responsible for the comptele public 
awareness of US Gold products. In her own 
terms she's "the voice to the public", 
ensuring that the name of US Gold is 
synonymous with quality. 


Mtf ft?) 
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LEMMINGS 

Published by: Psygnosis 
Released: 1991 

A compilation wouldn't be 
complete without the furry 
little rodents popping up at 
some time or another. 
DMA r s classic puzzle game 
has become as familiar as a 
shadow and as oft-played as 
Kick Off. 

Lmmiitp 2 should be 
appearing later this year, 
promising all-new features, 
new lemmings and just as 
maddening puzzles as the 
original. 

# """'Lemmings was an 
exceptionally original game 
that took the industry by 
storm. It was the most 
original concept of 1991.' 

SONIC THE HEDGEHOG 
(on the Sega Mega 
Drive) 

Published by: Sega 
Released; 1990/1 

If any game character 
summed up gaming 
excellence last year it was 
Sega's spiky-haired hero on 
the Mega Drive. Barring the 
Mario series, no game has 
ever induced such interest in 
a console;, taking it to the 
point where people were 
buying Mega Drives |ust so 
that they could play the 
game. 

Essentially Sank Tht 
Hedgehog is just a glorified 
platform game, but the speed 
at which everything runs and 
the colourful graphics make 
it a winner. Flans for a home 
computer version have been 
bouncing back and forth 
between US Gold and Virgin 
for some time now, but it 
seems as if Sega may hold 
onto the rights until a few 
sequels have really whetted 
the appetite. 


• *He's blue, spiky and 
speedy, and very cute!" 

RAINBOW ISLANDS 
Published by: Ocean 
Released; 198° 

One of the all-time classics, 
Rainbow Islands is just as 
playable today as it was 
then. Critically acclaimed by 
virtually every magazine 
under the sun, the sequei to 
Bubble Bobble saw a hapless 
Bub struggling to reach the 
top of each level by firing and 
climbing on his rainbow 
bridges, all before the rising 
water level overtook him. 
GraJFtgold is the team 
responsible for bringing such 
an addictive and playable 
game to our screens and is 
soon to deliver the third title 
in the ongoing series, Parasol 
Swr$ (expect a review next 
issue). 

• "Cutesy, classic and in one 
word (or two}, lethally 
addictive - a must buy! n 

ROBOCOD 
Published by: 
Millennium 
Released: 1991 

Another cute platform game, 
but what a good one. 
R&foCod is the sequel to 
Millennium's earlier effort ■- 
Jama Fond - and is packed 



full of all the best bits of that 
title, combined with 
elements of practically every 
other platform game that is 
still around, ranging from the 
Mario series to Sonic The 
Hedgehog. 

• '"Highly addictive. 
RoboCod boasts stacks of 
top-notch and varied 
gameplay - the important 
element to a good platform 
game/ 


THE SECRET OF MONKEY 
ISLAND 

Published by: Luca&fiim 
Released: 19V0 

If there's an adventure game 
that you can guarantee has 
been played by 95 per cent of 
the computer owning 
fraternity, this is it. 
Lucashlm's first major foray 
away from its fndy titles 
proved to be a resounding 
success and the adventures of 
Guy brush Threepwood have 
become as well known as the 
guy with the whip. 

Monkey Island is the comic 
tale of young Guybrush's 
adventures as a 
pjrate-tn-training. Taking on 
everything from The Three 
Trials to the dreaded ghost 
pirate LeChuck, it's one of 
the funniest games ever to 
appear on a computer. 

• "The most talked about 
adventure game ever. This is 
Luca&film doing what they 
do best only better." 

ANOTHER WORLD 
Published by: Delphine 
Released: 1991 

Delphine has made quite a 
name for itself recently: 
Future Wars, Operation 
Stealth. Cruise For A Corpse 
and now its latest classic - 
Another World. 
The game is played in a 
similar style to Readysoft s 
Dragon's lair but allows you 
far more control over the 
central character. Hie use of 
special 'cinematic' effects 
(such as zooms, camera pans 
and close-ups} adds to the 
incredible atmosphere 
generated and helps to draw 
you into the game. It's set to 
become a landmark in 
computer software and even 
if the lasting appeal is 
somewhat questionable, it 
shows that Delphine has got 
access to a remarkable 
gaming system and bodes 
well for the future. 

• * Another World is simply 
out of this world (groan) - 
one of its kind." 
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MAGINE THE SCENE. A lovely sunny day at the seaside 
with your whole family (including your granny) relaxing 
on the sandy beach, me waves gently rolling in and 


out, just reaching the edge of your feet before turning 
back. OF to your left a bunch of toddlers are sal 
around a striped booth, spellbound by the Punch 
And Judy show taking place inside. Behind 
you, the lights of a giant Ferris Wheel blink 
in their rhythmic pattern, the fairground 
music drifting melodi colly across 
the beach. Everywhere you look 
you see signs of me great British 
holiday and your heart fills with 
pride. Wouldn't you just love to 
capture this scene forever? 

But horror upon horrors! You don't have 
a camera with which to permanently record 
the moment. Well, your troubles could now 
be at an end, thanks to those lovely people at 
Sierra. To celebrate ihe highly successful Leisure 
Suit Lorry soga r Sierra is giving away the very 
camera that Larry would nave loved to use on his 
many female admirers [after all, it does hove full 
zoom facility)! 

Whafya gotta do then? Couldn't be easier (well, 
probably could, but it isn't - so there). Simply think of a chat- 
up line for Larry. A line that would guarantee to bowl the intended 
victim.. . er, I mean lovely lady off her feet (now obviously if you are a 
lovely lady, you've probably got something of an advantage here as 
you would know what kind or a line would knock you off your feet. 
Still, there's nowt wrong with that). 

Your line can be as long as you like and as graphic as you dare, 
just bare in mind that this is a family magazine and we will have to 
print your answer (so nothing too rude'). Get your entries to us by 
March 28th and include your name, address, telephone number (if 
applicable), vital statistics and any other information that you think 
would be helpful [such as mentioning that your sister is Miss World or 
your brother is the 1 985 South Shields Heavyweight Boxing 
Champion or something). Send everything to: Candid Camera, The 
One, Priory Court, 30-32 Farringdon Lane, London, ECIR 3 ALL 



THE LEERING Larry Latter in all his lecherous glory- 


CA 


1 . Entries arriving after March 28th have come too 
late. 

2. Employees of EMAP Images or Sterna are 
forbidden from entering. Anyone that does must be 
some kind of PERVERT!!! 

3. The editor wears a large medallion over his hairy 
chest so his decision is final on all matters and no 
correspondence will be entered into, 
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1& TCtilfrtlt (Sit rbfttrs . (ChteLudrii. 'HIiTntmn 3111 ■ I ^tlt 
3fax: 081 995 1325 tCtl: OKI 7 17 1757 3htn Lira of iTpcniny lOum ta tip in 


THIS MONTHS TOP TTTT.RS 


top rrn.i:s _...sr amica 

Half Meg Cricket NjA 29.W 

I MeaCricltel ~ WA 12.99 

i L> CunMrueiHjii Kit 2b.99 26.99 

4D Sport* Boning 1 6.99 16,99 

♦A.^2n A.[.R.H.[.;.S 2!*.W 25.99 

*Addami Family 15.99 15.99 

Advamugc Tennis 1 6.99 16.99 

Agony 18.99 18.99 

Alien Breed 15.99 15.99 

MknStmm ifi.99 ie.99 

Altered Destiny 3 9.99 3 9.99 

Amnio* 15.99 15,99 

AiKnlitr World ]fi.99 36.99 

Baby Jo u ...15.99 15.99 

B;ulxiniiiL J I I 1'svnn.MS I 1 ti.44 1 fi.49 

Bardj Talc 1H 16.99 16.99 

*RiitllencmniI Ift.W 

Battle Command 14.99 14.99 

Battle Chess 16.99 16.99 

Battle CluiSfi LI 16.99 

Baltic Isk 19.99 19.99 

*EU|c Run „.,....,.,..., lS-^ 15.99 

'Bill Ellioti Challenge 17.99 17.99 

Birds Of Prey (Hewfc) 13.99 23.99 

Blues Brothers ..„ „ 1 6.99 1 6.99 

Boston Bomb Club J 6.99 J 6.99 

li.imnAi Hn-.lh.-T- lfi.<J4 ln.M9 

Cardiaxx 16.99 16.99 

♦Cardinals of 1he Kremlin 16.99 16,99 

C ch;..- l.ciiL-nJ Jl.'-w 21 W 

Centurion 16.99 16.99 

ClmllenBe tlcilt" 16.V9 16.99 

Chaos Engine 16.99 16.99 

Chwje of ih* Lifht Brigudc 17.99 17,99 

"Critnios. Revenue 1 3.99 1 5.99 

Conan the Cimmerian, 1 9.99 1 9.99 

tti^if Al-Ijiih 23.99 

Cruise for a Corpse 16.99 16.99 

Cyber Fight 1S.99 15.99 

Dacrtionsgate 6.99 16.99 

DtalhBrinatT ..I6. ( W 1 6.99 

Deulenius 19.^1 19.99 

Disciples of Steel JJ.99 23.99 

nimble Dni S nn 3 IA.*W 

*Eco Quest _ _27.» 27.99 

Elf .15,99 15,99 

*EMr« MisLress iit'lhe Lfcrt 

Epic L5.99 15.99 

Y.y*.M llu- Itehnlder WA 

*Eye of inn Siorrn L9.99 19.99 

Exile ..,,16-99 16,99 

J-I.s Miikc Ku S k- II 2.1.99 J 1.99 

F 19 Stealth Fighter 19.99 19.99 

1-24 ftetolialcw I.V99 I 

*F1I7A .21.99 23.99 

Fjrvl*stK Voy H g? 1 6-99 1 6,99 

FinaJ Fi£hr 16.99 16.99 

First Snmurai 16.99 16.99 

Flighi or the Intruder 19.99 19.99 

♦Floor 1 3 21.99 21.99 

r<jrniuliifhie timid Prix 2^.99 21 W 

*FormLiLa Owe 3D 16.99 16.99 

Fuizball 15,99 15.99 

Uauiirk-E ED Ib.99 I6.*H 

Godfather 16.99 L6.99 

Clods .. 1 5.99 15-99 

GLoc 16.99 16.99 

♦GunsliipMOQ 23.99 23,99 

Heinriall 23.99 2199 

Hudson Hawk 15.99 15.99 

HardNuva 15.99 IV99 

Hunter 19.99 19.99 

Jimmy White Snooter , 18.99 18.99 

-liij Ui.uLiaiiahioihull 16.99 36.99 

♦John Madden Football 16.99 16.99 

Km& Qiiiiil V 26.99 26.99 

Knighimarc 19.99 19.99 

Krijihls nf ihe Sky 23.99 23.99 

Last Nuija ffl 15.99 15.99 

Louder 18.99 IB.99 

*Leisiu* Aui[ Larry V 26.99 26.99 

Lemmings- L6.99 16.99 

Lemming Skim] Alum- 16.99 16,99 

Oh No Mote LcnuiiLngs L6.99 16.99 

Lord of the Rings .,,.16,99 16,99 

l.UlUv K>Li| ll II n W I.VW 

♦Lure of the Temptress 18.99 18.99 


riTLi:^, , ir . si 

Maddog Williams _..21.99 

Magic Pockets 16.99 

MmiL-liLrilur L id humpt 15.99 

♦MaupLti Island L6.99 

Meja Lh> Mania. 

♦MegaTvrini 16.99 

Microprose Golf .23 99 

Midwinter II 11.99 

♦Might * Magic .............JZI .99 

♦MlhotIw.sk 22.99 

Moonstone 21.99 

Monkey Island „ 16.99 

♦Monkc> Island El 17.99 

*MytJi 15.99 

t'Julrun fiumpe 16.99 

Pang L5.99 

Kickrxmnt,, „„„„„„„ 16-99 

Paperboy II L6.99 

Pegasus L9.99 

ItiA'luui tiuil ry'A 

PGA Plus K/A 

PflA n?n;i Disk ,.,N7A 

Pstfichter 15.99 

Pools of Darkness 21.99 

Kipuliius 31 2t).W 

Railroad Tycoon 23.99 

R*UV* FL;isHh;ill II 17.99 

Rrach fot ute Skies 19.99 

Rise of the Dragon .,.,26,99 

Robocod 15.99 

RoboCop It 15.99 

Rtihnrfjip 111 15.99 

Roboione 16.99 

Rocketeer _ 20,99 

Rodliikl 16.99 

Rolling Ronny 15.99 

RuhLajn 16,99 

Rugby World Cup _ 16.99 

Stv^ae Empire , 19.99 

"Search fo* the King 39.99 

Shadow Soiceror .....I7..99 

SIiuIUk ihE SimuLaUHT 27.99 

'Seigc Master 36.99 

SSk» Service |] 23.99 

"Sim t3anh 3 6.99 

Simpsons „,.,.„.„„.„, 15,99 

.S nI ,'I V 15.99 

♦Space 1889 16.99 

-Spure Ace 11 (Borft Reveng*>26,99 

Space Crusade _.15..99 

SfweeGun , 15,99 

SjwjlC Quest IV 26.99 

•Special Forces 23.99 

Mur Hijjtit II 16.99 

"Star Trek V 16.99 

Strike Fleet 16.99 

Super Sfian.- Invaders Id. u 9 

"Suspicious Cargo ..........16.99 

SWAP 16.99 

The Adventures of RobinHood 16.99 

The Godftrthier 20,99 

TennLnaior II 15.99 

T«t Drive m „ ...19,99 

'Hwir Rami How 19.99 

Their Finest HourMission Disk J 2.99 

Tlrunderhawk .47^9 

Tip Off 15.99 

Toki 15.99 

Total Recall 15.99 

♦Turtles Arcade 16.99 

TV Sp<if1s Boxing 1K.99 

Twilight 2(100 23.99 

♦Ultima VI 20.99 

UlOpia 19.99 

Vengence of Eicalibur J 8.99 

VnJeukid 15.99 

♦Volfic-v 21.99 

Virion* „ 16,99 

Wild Wheels 15.99 

WizKid — 14,99 

WolfL+ilcl 17.99 

World Class Cricket 19.99 

World Class Rugby 16.99 

WiuUi 1.1I tlx- U;i:hi:,M I9.V9 

WVvT ^ 15.99 


4\irt:* 

2J. 99 
16.99 
15.99 
16.99 
19.99 
16.99 
23.99 

J.j.uu 

21.99 
22.99 
21.99 
16.99 
17.99 

15 99 
16.99 
15.99 
16.99 
16.99 
19.99 
16.94 
20.99 
11,99 
15.99 
21.99 
2CK94 
23.99 
11.99 
19.99 
1699 
15.99 
15.99 

15- 99 
Hi.-.im 

vtss 

16.99 
15.99 

16- 99 
16.99 
1999 
19.99 
17.99 
27.99 
16,99 
23.99 
16.99 
15.99 
1.1.99 
16.99 
26.99 
J5.99 
15,99 
26.99 
23.99 
16,99 
16.99 
16 'W 
16.99 
16.99 
16.99 
16.99 
20,99 
15.99 
19.99 
19.99 
1299 
17,99 
15.99 
15.99 
[5.99 
16.99 
IH.99 
2.1.W 
20.99 
19.99 
IB.99 
15.99 
21.99 

1 6 'W 
15.99 
14.99 
17.99 
19.99 
16.99 
19.99 
15.99 


BOARD GENIUS 

MooopolytAmea Only), Scrabble, Clucdo Master 
Dcwctis*, Risk 
£16.99 


NINJA COLLECTiO\ 
Doable Dragon. Shadow Warring Drajj.nn Ninjn 
£12,99 


HOLLVWOOD COLIXCTIOM 
Roboeop. GJlOSttXjs-lLrH 13. tiuJiajiu. Jmius, B^lnian the: 

Movie 

£17.99 


POWER PACK 

Xenon 2, TV Sports Fcmthall, Blood^L-li, Lonab&rd 
Rally 
£14.99 


TEN GUCAT GAMES 

Xenon II, Ferrari Fomiala I , I^o Tennis, Rw;k 
Dmjerous t Satan. Pkk & Pile. Chicago 90, Super 
S1.1. & lnnn; 
£19.99 


MAGNUM 4 
Afterburner, Double Drapon. Operation WoLf, flatmaii 
Capcel Ccutader 
£16.99 


POWER UP 

AllciLiI tk;:-.. KainN-.^ Isbiul. X Out, ChilST HQ. 
Tuiricflii 
£]7,99 


SOCCER MANIA 
Football Maiia^er 2, (wsj.-. Sikll-i, Micni|jnxfi< 
Socter, F/B41LI Man World Cup Edition 


DOUBLE DRAGON BILL 

TV S|Xrts HKiihall, l.wds of the Rising Sun^' 
Spons Basketball. Wines 
£20.99 


FLIGHT COMMAND 

F':hniin;ii<yr. Sirike Fort e Hjinier, LancsBter , Sky 
Fo»t aiid Ak_v Cha&e 
£12.99 


AfRSFA SUPREMACY 

iijLfini &ivic*,{":arneT Cnrmnantl^ P47, Gunship, 
P13 Strike Eagle tSTonly), Wings fAmigii only? 
£19,99 


coyipitkh nrrs vol 1 

This, Joe fibai-. OuJdcn J'iaiti. BJael Shaduw 
it, w 


MEND GAMES 
Austerlitz, Waterloo. Conftct io Europe 
£14.99 


COMPLTER HITS VOL 2 

i Ktis, liw Hluxli*. ClnUkm P;nh, Rtnck Shado* 
£6.99 


KOI K WHKFT DRIVE 

[jciiiiK F.^pric, Celiw GT4 Rally. Team Suzuki. 
Combo Rnccr 
£17.99 


MAX 

TtUlkaa ll. 5w(V, NighlxluLl, ST Dn^un 
E|if.9S 


COMBAT ACES 

Fighter ilomber. Gunship, Falcon 
£19.99 


QL KST AM) (rl.t)KV 
Cada^tr, Midw-inm, Hluodwi-Tk. 3iAT I Amiga cialyj, 
[ri]<nkird I.ST nnly3 
£19.99 


TOP I. EAGLE 

Spaodriatl TT, Rick Dangerous 17. TV Sports Foolball. 
Mid*imcrFalwn 
£19,99 


(JL'EST FOR ADVENTURE 

Operation Slearlh, IndVy Jones the Adventure, Mean 
Streets 
£21.99 


CAPCOM t OI.I KI TION 

Siridet, Strider U, Ohov Is & Ghosts, Led Storm. 
Fcw£OUfin Worlds, rjynasiy Wjiri, Last Duels 
(19.99 


HIUKOX 

Ciiptuin Blood, Jwilan Guns, Teenage Quccn.Tin 
Tin On The Moon. Purple Salin Day. Krypton 
Laa, Jumping Jui kson, Bo Bo, Hostages 
£16,99 


COMPENDIUM 

Six educational games to ene«urege eieaiive 
leuniing in Mlhs, Science . Geography and English. 
Kids type. Weather Watcher;, Calendar {Jul*, Wurils 
&. Numbers came 
£2J.99 


m iHi\- 1 i r r r t xi>kr s\n,m 


■ITI-Lh .. 

J Simpt* 
3-D hj-j) 

ADV Kruli Mtuhuic 
AAcr Bwtiet 
A.k.iKii.1 ri 



Axel Mt£jc Hunmcr. 
Birbiriaii □ 1 h,in-( . 

Bilmin the Movie 

Si.lihk IkiWilr 

Cirrief Canwrani 

C«nlrrfdd Sqi 
n.:.> 


OtiKku: b-jg I - 
Chuckie Egg 2 

< iilimll% ( t i " 
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DYNABLASTER 

(Ubisoft) 


Who, what, where, 
when, why and 
trow* Everything you 
ever wanted to know 
about the latest games 
that others couldn't tell 
you. Here at the One, 
we strive to bring you 
the most informative 
guide to whether or 
not you should part 
with your cash. Our 
unique reviewing style 
lets you feast In the 
quality (high or low) of 
the graphics, while our 
expert games players 
tell you everything 
else. Why bother with 
expensive i mirations? 


GRAPHICS 

Do the reds go well with the blues 
or do you just get a purple haze? 
Quality counts as well as quantity. 


0 


SOUND 

A test of quality and aptness. Does it 
suit the mood or do you get brass, 
bands during a funeral? 


LEISURE SUIT LARRY 
5 

[Sierra) 



DURABILITY 

Will it gather dust after a few weeks 
or will it be in and out of your 
computer so often it gets dizzy? 


4 


PLAYABI LITY 

Does it handle like a Ferrari or a 
Skoda? Is it a prize marrow or a 
prize turkey? This is the big one. 

OVERALL 


All itie rest combined and then some. This is ihe one you should 
listen to, it means business! 


WHAT'S TICKLIHf 
THE TEAM 


PAUL PRESLEY 

Prezmode quite a 
discovery this month. 
After inheriting the 
ex-boss's old Mac la 
work on, he 
discovered a whole 
horde of Mac games 
C3nd lands of ZU'y 
noises, a II hidden 
away. No wonder the 
old boss never got 
any work done. 


JOOLS WATSHAM 


Joels was just up to 
his armpits in games 
this month. Wifty 
Beamish is his current 
fave rave, replacing 
his previous 'number 
one', Magic Pockets. 
The only other game 
in his life at the 
moment is Impossible 
World. What is it? A 
gome that he's 
actually designing 
and programming 
himself! Can't wait,.. 


BRIAN NESBITT 

The master of the Tips 
section hasn't been 
playing many games 
this month. The only 
ones he's been 
anywhere near are 
the Robocod, 
Populous II and 
Cadaver - The 
Payoff. Haven't any 
new games caught his 
eye? Only one, 
Shadowfands, and 
rightly so, 


GORDON BARRICK 

Gordon was ail set to 
review Black Crypt 
this month. He'd got 
his rubber sword out 
of the cupboard and 
was just chomping at 
the bit, waiting to be ^ 
let loose, 

Unfortunately, we Bu 
gave it to someone 
else as he's far too 
busy desiging the 
magazine (or at least 
that's what he's 
arways telling us). 





M 



REVIEW 


THE 
ADVENTURES 
OF WILLY 
BEAMISH 

1MB REQUIRED 
2 DRIVES 

PRICE 


OUT 

NOW 

GRAPHICS 


SOUND 
DURABILITY 


-jfe PLAYABILITY 


OVERALL 



The summer holidays may seem a long way off, 
but thanks to Dynamix you can relive those end- 
of-term jinks (provided your Amiga's up to it). 



m 


0 


AHH r REMEMBER THE 
DAYS when youcould 
lounge on the field at 
lunch time, soaking up the hot 
sun. Then the lesson bell would 
ring and it was time to go to 
English with the crinkly old 
teacher. Everyone would try to 
annoy her as much as possible, 
until she finally broke down and 
called the headmaster -then it 
was time to face the musk in the 
headmaster's office. 

If you miss those days of 
relaxation and risky fun r this is 
your chance to regress to that 
naughty little boy who was the 
number one suspect whenever 
there was trouble, 

You take on the role of Willy 
Beamish, a predicted 'C grade 
student at Carbuncle Elementary 
School. He leads a relatively 
normal life and has high hopes 
for the Nintari Championships. 
Willy lives in an average 
household with an older and 
younger sister, a pair of yuppie 
parents and a pet frog, Horny. 
Blame everything on your 
younger sister, dump your 
parents and have fun! 



5. IW sor'nt+hins stud in my ftar- 

Could you rep *at that? 


THE LAST LESSON OF THE DAY, and all three pups J & have 
turned up. Ms. Glass, your English teacher, is in an especially 
Sadistic mood today. She set* an assignment: to write up whit 
you're going to do aver the suninn r holidays I'wtuit run!). 
Whether you creep aut or get down to your work, is up to you. 


II ADVttiTUMS v 

uJ u 


J 



rrS THE LAST DAY of term at Carbuncle Elementary, and spirits are high. 
Mr, Flick is currently taking assembly. 



n 


HORNY JUMPS OUT OF Willy's bag and flies through the air, heading for Mr. 
lick, the headmaster. Oh dear, Willy's in trouble now. 
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THE CONTROL METHOD 
is very easy. Simply press the 
right mouse button to select 
an action, then the left 
but tun to complete it. To 
restore or start a new game, 
press the escape key, You're 
then shown an option panel 
containing self-explanatory 
icons to restore a game and 
to display the help screen. 


YOU'RE FREE! It's time to 
don your shades and get 
boogying. Race along the 
struct s on your skate hoard 
and get home as quickly as 
possible. Awaiting you there 
are your Mom and little sis: 
see if you can worm your way 
out of slicing the carrots and 
taking your sister nut to play. 
SO you can get an with your 
Nintari training, 


USING THE 
MAGNIFYING 
glass gives you a 
description of what 
you've just clicked 
on. Here, far 
example, you're 
shown the 
complete details of 
your 21 -inch 
colour T,V set. It 
has 427 channels, 
including the great 
392 BTV channel, 
the 24-hour 
bowling network! 


Th£ Masnuribox 21-ii-H-h color television set 
picks up channels including channel 5 9 5,. 

ETU i +h«£ S:M hour- all bowline network. 




EVERYONE DAY-DREAMS, but when Willy does it he dreams 
of the Nintari Championships. The battle of a lifetime. Two 
: i: ir .] ii lCl-t s. linked up - only the best survive. This dream 
bubble is soon popped by the screeching voice of Ms. Class, as 
she tells you to 'pay attention' 
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FRUMFTON, IN ALL ITS GLORY. You can walk to different 
locations simply by clicking around the map, In the middle 
there's a park, on the left is your secret den and that house down 
the bottom and to the right is yours - make sore you don't 
wander around for too long or you'll miss your dinner. 



WILLY'S DOG IS A FAITHFUL, and obedient friend. As soon as 
you enter your home he's there to gn-et you. You have the choke 
of cither taking him For wa Ikies or telling him to get lost. If you 
Opt lor the fresh air and relaxation of a walk, you'll be repaid, kit 
if you've got no time for him, he'll make sure you pay for it. 


me tome Kibbles 'r* Q^iff 







THE FIRST THING that you 
should know about Willy 
Beamish is that it has a 
total of 12 disks, yes 12! 
Dynamix recommends that 
you use a hard drive, 
although this obviously 
isn't possible for all games 
enthusiasts. And that's not 
all: you also need at least 
1MB of memory. Oh, I nearly forgot, all 
single drive users can forget about trying to 
play It as you need two drives to play. So 
much for the technical specifications - now onto the 
game itself. The presentation of the whole package 
is brilliant, from the intro and the box bits (note 
book, pizza menu etc.) to the in-game environment 
(control method and handy hints), Willy is 
excellently animated throughout the game, as are 
the rest of the cast. The use of colour for the 
backdrops is very good {you wouldn't believe 
they've only used 32 colours}. To give it an even 
more realistic atmosphere there are spot sound 


A fun game with 
| some great 
effects, but with 
perhaps too many 
technical 
limitations 


effects which occur on such 
occasions as when you get 
thwacked around the head by 
your older sister. Willy Beamish is 
a completely real-time game, you 
potter around through the day, go 
to bed (no, you don't have to wait 
around for eight hours while Willy 
gets his beauty sleep), get up for 
breakfast and then get up to more 
mischief throughout the day. To make life easier, 
the control method is second nature - which 
enables you to click around merrily with no hassles. 
And not only does it look good and sound good, it 
also plays well. You can do what YOU want, go 
where YOU want, and basically do everything and 
anything that comes to mind. The use of multiple 
answers works relatively well, although it is slightly 
limiting. All in all, Willy Beamish Is a competent 
adventure which should have you dumping on your 
parents and being horrible to your sisters for 


Jools Watsham 


i 
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The definitive complete games guide with every 
title individually reviewed & rated. 

► More Power packed Megadrive info than all 
other "so called" Sega Mags put together 

pv Over 100 Essential games reviewed in full 
colour 

► The Latest MegaCD Rom news revealed 

► Exclusive hot news in Britains 1 first Megadrive 
only Monthly Mag! 

Every thing you wanted to know about the 
Megadrive PLUS superb playing guides to the 
greatest Megadrive games. 

ALL THIS AND MORE IN THE 
COMPLETE GUIPE TO MEGADRIVE 
AT ONLY £9.95! 

Available in all good Newsagents now!! 

But if you live near bad newsagents, you can order one 
direct from us by filling out the coupon below and 
sending it to: Complete guide to Megadrive, 
Priory Court, 30-39 Farringdon Lane, London, 
EC13AU. 


NOW ONLY 
AVAILABLE 
THROUGH 

MAIL ORDER 


OOOH! QUICK I Send me a copy of the complete guide 
to MEGADRIVE because I'm really desperate! I enclose a 
cheque/postal order for £3.45 (£9*95 + 50 p post and 
packing) made payable to Mean Machines. Overseas 
orders send £5.00 cash (UK Sterling only) 


Name 


Address. 




REVIEW 


Don your hard helmet, jump into the driver's seat and belt up, it's time 
for*.. 


INDY 
HEAT 

STOftM 
PRICE 

£25.99 

OUT 

NOW 

GRAPHICS 



THIS IS WHERE it 
all Starts- Enter 
your name, pick 
your driver and 

power up your car, 


"AND THE 
WINKER IS... 
JooEsV RapturouK 
applause, Okay, so 
I didn't win. but 
second place isn't 
bad. At the end of 
each, race, a fine up 
k shown. You're 
rewarded with 
points for your 
position: 20 for 
first, 16 for 
second, 12 for 
third and finally 
eight points for 
fourth position, if 
you nave the most 
points you win the 
entire 
championship. 
Simpk"! 




ANY PEOPLE HAVE 
TRIED to match the 
payability and speed of 
Atari's coin -op, Super Sprint, but 
most have turned out to have 
great graphics and great sound 
with a bit of payabil ity thrown in 
for good measure. 

Leland's latest track sim, indy 
Heat has however fallen into the 
capable hands of Storm. Unlike 
Super Sprint Indy Heat has taken 
the 3D perspective as opposed to 
the rigid bird's eye view. Up to 
three players can take part in any 
one race: two on joystick and one 
on keyboard. Simply race to win, 
that's the aim of the game. To 
help you, there's the pit-stop 
which fills up your fuel and turbo 
(the turbo gives you a extra boost 
of acceleration). 


"AND THEY'RE Off, the red car leads. Oh, the blue car has just taken him on the 
inside,., amazing*. The action rtartf with a fairly easy track. Simply race, race and race 
until you win. Your turho boasts are a great help on the straights:. But they don't last 
that long, so use them wisely. 










l. fiJ 1 j. |3^VK}i 





AFTER EVERY TWO lap* or so r you J U need to enter the pit-stop, to re-fill your Fuel and 
turbos. To do this, simply drive over your matching coloured square in the pits. Then, 
lots of Little men clamber all over your car, frantically trying to help you get out fast. 


To release this type of 
game years after the 
original concept came out 
seems* a bit strange. But I 
must admit getting back 
to the basic race-around- 
a-track type of game is 
good mindless fun. The 
game pi ay is all that really 
counts here, and Storm certainly 
seems to realise this. When you 
compare everything to the coin-op, 
it's exactly the same (having the great 
speech samples for the pits etc.). The one 
problem, though, is that it seems a bit easy. 
I managed to get to the last track within 30 


A perfect 
coin-op 
conversion - 
and a good 
game too! 


minutes, on my first go! 
Obviously it would take longer 
to reach first place (as I came 
about 20th!). but reaching the 
last track and having to go back 
to the first one seems to 
diminish its lasting appeal. If it 
was made harder to reach the 
final track it would give you an 
incentive to keep on playing. That said, 
going round and round through the tracks 
trying reach gold place will entertain most 
people, as not every race is the same. 


Jools Watsham 
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Although the Paris-Dakar rally has been changed to the 
Paris-Capetown rally, nostalgics who want to remember the old race 
now have a chance, thanks to Storm's conversion of the Jaleco coin-op. 


THE 


REVIEW 



T HIS tS MO WAY to 
treat a Porsche ! A car 
of this calibre should 
be gliding effortlessly along 
the highways and byways of 
Europe, not trekking through 
mud-streaked, 
rain-drenched, dirt-filled 
tracks in one of the most 
difficult cross-country races 
known to man. 
Still, such matter Is more 
than adequate fodder for a 
coin-op and a coin-op is 
exactly what it is. Strangely, 
you don't actually start the 
race in Paris: Tunis to Tozeur 
is the first stretch, and from 
there it's on to Tumu, 
Agadez, Bamako, St. Louis 
and finally Dakar. Are you up 
to it? More importantly, is 
your Porsche? 





i-1 r | J 



AS WITH MOST ARC A l>F RACING GAMES, you view the race from just behind your 
rather lovely Porsche. There are eight other cats in the race and your aim is to finish each 
stage in the tup three. If not, it's bye bye birdie. 


BIG RUN 

STORM 
PRICE 

£25,99 

OUT 

NOW 

GRAPHICS 
SOUND 
DURABILITY 
PIAYABILITY 

[•MS 

OVERALL 

65°/( 



0 


TltfE 

SCORE NUVi 

)0 RANK 

3 P. * 


1 „ 



CERTAIN STAGES OF THE RACE involve travelling over dusty road 
surfaces. When this happens the rear of your car is obscured hy a large dust 
screen. This tends to make steering your car a tittle bit tricky. 


EACH OF THE SIX STAGES IS SHOWN before you race, although the map 
doesn't seem to bear much resemblance to the actual courses. 


EVERY RACING GAME these days, 
no matter how awful it might be r 
has a 'big thing'. Turbo Outrun had 
you swapping vehicles at every 
stage, Cisco Heat had you turning 
through 90 comers and Grand 
Prix had, well, everything. Big 
Run's 'big thing ' seems to be that it doesn't 
have one. Aside from the graphics, it's really 
no different to any other bog-standard 
racing game available, Of course, it's no 
worse either. There's a certain raw 
payability about a racing game that 
dispenses with alt the frills, but unfortunately Big 


Paris to 
Dakar via 
Boredom, 
Arizona 


Run doesn't provide us with it. It is 
playable, but not to an extent that's going 
to see you coming back time after time. 
Big Run is just one of the many applicants 
to the average arcade conversion line and 
deserves to be at the front as I think it's 
fair to say that of all the standard arcade 
racing games available, it's one of the best. That's 
hardly a recommendation though. I could justify 
spending a couple of SO pees on Big Run in the 
arcade, but as far as forking out twenty-five quid 
for it I'm afraid not. 


Paul Presley 


49 


THE 


REVIEW 


KID 
GLOVES 2 

MILLENNIUM 
PRICE 

£25-99 

OUT 

NOW 

GRAPHICS 



SOUND 


rX DURABILITY 


V 

' /TkX. PLAY ABILITY 


OVERALL 



65°/( 


o 


Millennium isn't just a of quality fish produce, it's also 

known for its youthful handwear. This time, Kid's dispensed with his 
boxing mitts, but does the sequel fit like a glove? 



WHEN KID MANAGED to 
escape from his last 
adventure, he vowed never 
to use his boxing gloves and their 
supernatural powers again. Time has 
passed and he J s been called upon once 
again. This time his special skills are 
needed to save his girlfriend, Frida: she's 
been whisked away by an evil wizard 
who is plotting to gain the power of 
Kid J s magic gloves. 

Your task is to guide Kid through the 
six levels - all containing four worlds - 
starting with the North Pole. To 
progress through the worlds, you'll 
need to gain the key that unlocks the 
exits. Unfortunately, the evil wizard's 
minions tend to be a little possessive 
and aren't going to give them up 
without a fight. 
Tp help split up the rigid, 8-way 
scrolling platform gameplay, there are 
little arcade games dotted around the 
landscape, It's just that finding them 
can be a little bit tricky, 


THE FIRST 
ARCADE 
SECTION has 
'our kid' flying 
through the 
lovely pink sky 
in an 
aeroplane. 
Blast your way 
through the 
balloons to 
reach the end, 
where the 
obligatory 
guardian h 
waiting. Once 
this is defeated, 
you're 
rewarded with 
a bonus. 


ANOTHER 
BREAK from 
the action 
comes in the 
shape of a one- 
armed bandit. 

Put your 
money in the 
slot and take 
your chance. 
Instead of 
three cherries., 
should you hit 
the jackpot 
youll get a nice 
fat bonus. 



YOU START YOUR QUEST For your ever-loving girlfriend in 
the North Fole and the first enemies that youll come across are, 
quite naturally, penguins. Simply slash your way through them 
and make your way down to the caverns. Here you can collect 
the key and bead for the exit. Control over the Kid is very simple, 
left goes left, right goes right and so on. 




SOME OBSTACLES are impassible without the aid of other 
equipment, In this case the Kid has picked up a balloon, which 
enables him to float across the gap. Other instances need springs 
and other such gadgets. 
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AT THE BEGINNING of each lcvd you're shown which land 
you're going to next . As you can set: here, you re about to enter 
the snow level. 

AT THE END of 
each Lcvd there's a 
guardian to face. In 
the traditional 
style, you need to 
hit him repeatedly 
until he explodes. 
Watch out For the 



icicles above. 


THt WATER 
LEVEL is much the 
R-ame as Level one, 
hut the adversaries 
are obviously 
different. Instead of 
penguins there are 
fish and just to 
confuse you there 
are lots of false 
direction arrows 
dotted around, As 
in level one, you 
need to collect a 
key to progress to 
the next world. 


YOUR, LOVELY 
GIRLFRIEND, in all 
her glory! She was 
going to aid you on 
a quest, hut 
unfortunately got 
kidnapped by a 
wazard [every day 
sort of thing, you 
knowf}. Now It's 
turned into a new 
quest altogether. 
Occasionally Frida 
will try to help you 
out by hinting at 
her location. 



V .y -V -V V 'V «V V 'V 



THE STANDARD 
WEAPON that the Kid 
is armed with is a 
sward. This can be 
changed into things 
like... 


...this axe. This is 
collected from the end- 
Of-level-guardian on 
level one, 


AS WELL AS your 
trusty sword and axe, 
critter* can be 
collected on the way. 

To release these, 
simply pull down and 
press fire. 

A SIMILAR WEAPON 
to the critters are the 
fire balls. In the same 
way, pull down and 
press fire. To select 
between the two r press 
space, 



WHAT A TERRIBLE SEQUEL to bring 
out after just releasing a great 
platform game like RoboCod. 
Millennium's Kid Gloves 2 is 
basically an unrewarding, 
unplayable and unattractive game, 
which bears little resemblance to 
the original. One of the few good 
things that can be said about it is 
that the in-game music is fairly 
decent, although even this can 
become annoying after a while. 
The trouble with 
cutesie platform 
games these days is 
that it's all been 
done before, so 
producing a decent 
original one is 
getting harder and 
harder every day. 
Kid Gloves 2 doesn't seem to have 
anything new or original to offer, which 
just adds to its tired looking format. The 
scrolling is jerky, the graphics are 
colourful, but not all that detailed, and 
the gameplay is very stiff and 
uncontrollable. When you weigh up all the 
pros and cons, Kid Gloves 2 unfortunately 
comes out on the losing side. Let's hope 
James Pond 3 is much, much better. 


Joofs Wats ham 


Tries too 
hard to be 

cute and 

fails 
miserably 
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?»ne 

REVIEW 


We are a nation of TV addicts, permanently glued to the box. But for 
one young lad the term 'audience participation' has taken on a whole 
new meaning. 


VIDEO 
KID 

GREMLIN 
PRICE 

£25.99 

OUT 

NOW 

GRAPHICS 


SOUND 



TO HELP YOU 
battle through thu 
bad guys. Boating 
bonuses and 
power-ups 
occasionally crime 
by, allowing you to 
change the 
direction and 
power of your 
shots, as well a» 
provide shields, 
bombs and 
different styles of 
weapon. 




THERE'S 'GETTING INVOLVED with a 
programme' and then there's 
'getting involved with a 
programme'. Young Billy was just an 
ordinary square-eyed kid, hooked on 
everything from Neighbours to The 
Simpsons, constantly flicking from one 
channel to the other, taking in anything his 
eyes could feast upon, To break him out of 
these extremes took a special measure. 

While immersed in the latest episode of 
Baywstch, Billy suddenly found himself 
getting nearer to the screen. Then r 
accompanied by a bright flash of light he 
emerged on the other side, not on the 
sun-kissed beaches of California however, 
but inside a strange old castle. And he was 
dressed in the garb of a wizard. A voice 
boomed out informing Billy that he was 
trapped in a TV world and would have to 
battle through various stages in order to 
free himself. Billy would have to act fast: 
after all, Nod Edmonds' House Party was 
just starting and he wouldn't want to miss 
that, would he? 



YOU START YOUR ADVENTURE in The Magician, inside an ancient 
castle filled with all sorts of period monsters. Each world has four stages to 
be conquered before you Ye allowed to move on to the next. 



THE DIFFERENT WEAPONS include Ripple Arrows that are fast and 
deadly, Flame Throwers that burn everything in their path, Solid Spheres 
and the ultimate kill-everything-that-niovcs-and-evcn-some-that-don't 
weapon^ Lasers. 


YOU START THE GAME with three 
smart bombs but with the chance to 
collect more r thanks to the floating 
black spheres. To put it simply, these 
destroy everything on screen when 
used, but if you manage to complete a 
level without resorting to them, you're 
awarded a hefty bonus. 


WAITING AT THE END OF 
each world are some: of the most 
terrifying creatures ever known 
to man, such as this dreaded 
Cutey Owl Of Doom. Watch out 
for his fearsome hoots and the 
deadly cannon that emerges from 
his belly. 
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THE FOUR LEVELS OF THE Wild West are split into two halves. Two of the levels are 
populated by cowboys and. two hy Indians. The Former can't wait co shoot you bill of 
lead and lob sticks of dynamite in your general direction, while the; Apaches just hurl 
tomahawks, arrows and anything else they Can Lay their hands on. 



LEVEL FOUR IS populated by gangsters of every era. Tommy guns fire relentlessly and 
members of The Mob drive by in fcheii old sedans, To add to the confusion, ancient bi- 
planes swoop down from the skies in an attempt to rub you nut. 



IF YOU'RE LOOKING for originality 
in game design, ground-breaking 
graphics and superfluous sound, 
don't bother with Video Kid. 
Gremlin's latest foray into the 
shoot 'em up world {after the less 
than appealing Pegasus) doesn't 
enter any new territory and isn't 
going to set the gaming world on 
fire. What it does do is provide an 
agreeably playable diversion from 
the hordes of 'deep' games 
currently flooding the market. There is 
absoluteEy nothing wrong with Video Kid, 
it's professional, well put together, nice 
to look at 

Professional, 
playable and 
unassuming 
entertainment 
that doesn't 


break any 
new ground 


FINALLY THERE'S Zombie Blood. Feud, a gloriously titled K-movie flick- In a nice twist, 
everything in this level (barring yourself) is in black and white and amongst the many 
frightful ghoulics and gbuatirs arc mummies, vampires, zombies and Fire-breathing 

bats! 


and just as 
nice to play, 
it doesn't 
break any 
new ground 
and, 

therefore, 
doesn't tread 
on anyone's 
toes. It does 
what it sets 
out to do 

just fine, so no arguments there. What's 
stopping it reaching the exalted heights 
of, let's say, SWIV or Xenon 27 Just the 
simple fact that it doesn't do anything to 
set it apart from other shoot 'em ups. But 
you shouldn't let this detract from the 
initial observations. Video Kid is good fun 
and good value and could be just what 
you're looking for to pass a few boring 
hours with, that is simple, unadulterated 
fun. 


Paul Presley 
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Put yourself in the hotseat and manage one of the country's top 
football teams with US Gold's latest. 


THE 
MANAGER 

US GOLD 
PRICE 

£25.99 

OUT 

NOW 


GRAPHICS 




E 


VER WATCHED your favourite football team 
blow a match r then call for the manager to 
be lynched? Well, US Gold's The Manager 
gives you a chance to see if you can do any better as 
you manage a top football team through the 
league, English cups and European competitions. 

The game was originally released in Germany, 
where it was called Bundestiga Manager, and the 
only differences with this version are the language 
and team names. It features all the top English 
dubs, with lists of their current players and three 
divisions to get promoted from or relegated to. 

Selecting your team is one half of managing it 
Players' wages have to be decided and if they're not 
happy with their lot, you could find your star striker 
vacating the club. Then again, if you're displeased 
with a player's performance you could sell him at a 
cut-price rate. 

Scouts can be sent out to gather information on 
your opponents. Remember that Europe is a 
different kettle of fish: teams from over the channel 
play better than most of your usual opponents and 
you can't sent a scout overseas. 


IT YOU CAN'T AffORD TO BUILD a team by buying players, you're going to have to 
tratrt your own. The higher the intensity level the better the results, although your 
players are prone to injury if you work them too hard. 






1 1 



1 




QUALITY IS, of course, linked to cost and 
unly the best team has enough dosh to put its 
player* in the best hotels. 


***** 

ntr.p ft 

**** 


****** 

***** 


*****^**** 


SIT BACK and watch. You're shown any 
'happenings' with a little animated sequence 
that isn't very impressive. 


*** 

*** 
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CHOOSE YOUR PICTURE and name your manager. The teams' 
stats are roughly true to real life, although you can start with a 
top team in the third division, in which case all the players' stats 
are lowered, 

THIS TYPE OF GAME has been 
around for well over 1 0 years now. 
In that time the graphics may have 
changed but the game pi ay has 
altered very little, so if you've 
played any other management 
sims, you 11 know exactly what to 
expect. Having said that, as far as 
football management sims go, this 
is pretty decent. The presentation is 
exceptional: the icons are clearly 
laid out and easy to follow, which 
s handy with so 


many of them. 
Tacticians might 
be a little 
disappointed by 
the lack of 
control you have 
over your team: 
while you can 
choose who's in 


A decent 
enough 
introduction 
to a very 
limited 
genre 

your side and what position they play, 
you can't determine how aggressively 
they'll play r or whether the game is an 
attacking or defensive one. What it really 
suffers from, though, is lack of action. 
Once you've set up your team and spent 
your weekly budget the match-day is a 
total letdown: sometimes you can run 
through a whole game only to get two or 
three animated sequences. 


Mark Patter 
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DIAL - A - TIP 

Cheats, Tips, and Game Solutions 


CHEATS GALORE 
0891 101 234 
MEGATIP GAMESLINE 
0891 445 987 
AMIGA GAMESTIPS 
0891 445 786 
AMIGA HOTLINE 
0891 448 985 
SHADOW OF THE BEAST I AND II 
BARBARIAN II SOLUTION 

0891 442 022 
FIRST SAMURAI HELPLINE 
0891 445 926 
MAGIC POC KETS/R0 DLAN D SOLUTION 
0891 445 928 
COMPUTER FUNLINE 
0891 299 399 
FOR INFORMATION ON ALL OUR 
HELPLINES 
0891 445 904 

ALL LINES UPDATED WEEKLY 
PROPRIETOR:- Jacquline Wright, P.O. Box 5J, Snulhuttl, Manchester Ml J 4-LS 
Calls cost .Vip per min at 'cheap rale" and 48p per min at ulher limes 



USE YOUR 

VOICE 

TO 

-» OUTORAW 
THE 

T^TGUNFIGHTER 

kOR *» WIN BIG 
ALIUE CASH PRIZES 



TREASURE 
ISLAND % 



313564 


If you 1% uncfe 1 lfl years of qqq ptease obtan pecrrisfiori of whoever pays the phone bil I 
rNFQDlAl PQkm 36 IS' 41M Col chrrgcs &p Per Min Cheap 4fjp Per Min Al Other Tiroes] 


COMPUTE - A - RACE + 

'THE HORSE-RACING PREDICTOR!' 


Brilliant piece of softvure 



£12.99 


Never had » suny winnen,.. 1 
■ Mr. B. Worthing fCR +User) 

WrtHcn ticJuivcty far the Aml^*., Ctwiipulc ■ A Race 4 I* 
THE Hot** Hartryt prrdicUai pci^punT Dm* a yr*r* 
r-ctcnlve tati have enured imirii/ hire c -anting and 
mperb brOJ-nK wlvtcc on injr Flit or NaUotoJ KimL 
not. Featuring BET S.RU5C7TOR, BET CALCULATOR, 
STATISTICS Sera™, NOTE BOOK, Chi-S^rm HELP 
DVFOflMATIOJS m;<3 an rue of um.WUi the 
C^tUmhajn FeiUvaT , "Grand .NaUdrmJ Mrrdng'. and 
the r<irLh ctmlrm rtal urimn, cm jrou ifford NOT' La 
kmy Computjc A fl*ct+ . TTif Laini !:'^| race Up* Include 
i.. I ■-,«, . A V. ID/f, 'CLTJDLY DALE 11/ f ind TWHmLS 
HJLL-9/4'. HAEL OKLKK QUIT 
EtacUi^ F<r Profit [S QttUnfl Fcrf run! 
Cvnpuu; A tUcr* ... rSlindanl VenLofi] ... £13.99 
tEnteuUvi VenrtmJ ... £19.99 
CH£QUCfi/K> PAYABLE TO HAN DISC FT 
HAMJrSTJFT, 37 Utarean Lanr. Spnn End, 
COVENTIiY CV5 6] [F 



Football Masters is trw very latest Mutti-Manager Football Simulator for 16 
bit computers. After 4 years of development we are proud to announce the 
release of the most comprehensive football inana^ement game ever. It s 
waiting to test your skills right now! Features Include:- 

MulLt-Manager game for 1 to 4 Players, Three lewis of difficulty. 
Match highlights minute by minute, make substitutions or team changes at any time. Live 
injuries, yellow/red cards and named goalscorers. 1MB version has extra Graphics, 
animations and realistic digitised sounds. (An option can turn this feature off*. 
Full UK and European Cup itinerary. Includes FA, League. Zenith Data, Leyland Daf, 
European. Cup Winners and UEFACups. All cup match rules have been made as accurate 
as possible. Two Leg Ties. Extra Time, Away Goal Rule, Seeded Draws, Byes, etc 
jAII 4 league divisions with play-offs and league expulsion. 

Real Initial, surname, league career records, height and age entered for all players as at 
the start of the 91/92 Season. Rue skill ratings per player, separate five for goalkeepers. 
Plus 1 5 other special attributes like Captain, Super Subs & Mobility. 

A lively and real time transfer market, with an approach facility, negotiate wages and 
contracts. Plus loans, free transfers and trainees, Unique and simple training system to 
improve player skills. 

High quality printer facilities to JLsi all the vital information. Masses of historical statistics 
on past games, players and manager . Quick game data load and save. 

All screens updated quickly and displayed in a pleasant format, which Is easy to use and 
comfortable lo rend. Fully mouse operated. Printed instruction booklet with plenty of 
diagrams. A separate Editor is available to change saved/initial details, 
There are many, many other little things that make this game the most addictive and 
accurate interpretation of a Football Managers season, k would be impossible to list all the 
features in this advert but we assure you that this is the best. We have thousands of satislied 
customers from our previous edition of this game, many are still playing it 1.8 months after 
purchase. See the order form below for details on how to order this incredible game. 
Available for all Atari STs and Amiga's. PC version coming soon. 



An amazing graphical strategic simulator that's fun for all the family. 0. 1 
or 2 players on keyboard, mouse or joystick. Pick your moves from the 
selection available and watch your animated warrior battle it out, Watch 
the energy bar Indicators and plan your moves. 

You can edit your very own new wrestler or amend a wrestler already 
created (16 are provided on the game to begin with) You can change any name, colour 
of ti^bts. linings, flesh tone and hair together with all the fighting skill values, weight etc. 
Instructions are also provided which show you how to change the way any wresrleT looks 
or you can create whole new ones. Amiga 1MB RAM. Only £19.95 


24 HOUR CREDIT CARD HOTLINE 


(0702) 600557 


ArewerHiuneQjii^CHfce Hours 
FAX (0702] 613747 


j MAIL ORDERS 

All :hi? prograir»det:o*J in "his advert are only available through direct mail from ESP Software 
Name Address 


have an 


■ Postcode TeJ 

. computer, please send me trie following items:- 


Quantity 

Descriptlon 

Unit Cost 

Total 


Football Masters 51 2K 

19.95 



Football Masters 1MB 

24.95 



Football Masters Editor (fVot 512K Arniqal 

12.00 



Wrestibw Masters (AMIGA 1MB ONl.Yl 

19.95 



Amiga 512K RAM Expansion 

29 00 



Amiga 512 K RAM Expansion + Clock 

34.00 



POSTAGE Won UK add £1,00. not BFPO] 

1,00 


1 i,<au hai«c a chKRM Quar dirtw card ot crcdm card ptow » T ile il;- number an lh*|GRA N D TO' 1 A 1 
reverse al udut theaiift. drino an ™ll m™,™ ^ic™h-h ■nth* dJl 1 („™,i r- ltrlML> *■* ru - 



■ i enclose a i.heque/Kostal Order niade payable to HSP SOFTWARE 

■ Cut out and post this form to:(pboiocopie& or written orders are acceptable) 
|r^SPSofowir^O), ^Souti^u^I^i^ii^^c^Sea. Essex SSI 21«X UK. J 


PROFESSOR... 
iT'4... MOVING.' 


W 




Watch out for CLICK, And watch is the word, because CLICK is a Computer games 
magazine with a 16 bit of a difference -it's on video. Def reviews of the very ktest games. 
What's hot and what's not fn the hardware/ software stakes, and to put the icing on an 
already tasty package, a mega £5 off yourfave game reviewed in each monthly issue. 
C LICK video mag. Mis* it and you'll miss quL 


AT YOUR 
NEWSAGENTS NOW. 


THIi WORLD'S FIRST COMPUTIiH GAMES MAGAZINE - ON V I U K 0 ! 


Hot on the heels of 40 Sports Boxing comes Mindscape's latest 3D 
sports simulation. 



I 


A 


I 



I F YOU'RE A RACING MANIAC Sports Driving 
I may just provide the nosh for your next binge: 
I you have the option of driving supercars, from 
the nutty Lancia Delta Integrals to the ludicrous 
Porsche March Indy racer, around circuits which 
look like the nightmares of Scalextric's stunt track 
designer. 

As in 4D Sports Boxing, the game is excellently 
drawn in multi-coloured 3D. And just like Boxing, 
you can change the camera angles through an 
Infinite variety of positions, using zoom and rotate 
to give you exactly the view that you want. Camera 
angles include inside the car r from above it from 
behind a la pole position, and from above and 
behind. 

Control is by joystick with the keyboard or just the 
mouse. The latter is by far the best method, because 
it works more like a real steering wheef - there's 




OH MV GOD! This has got right out of hand. Too fast and YU fly 
off the end. Too slow and I'll fall off the top. I remember the 
days when winning a face meant JUSt Steering around the odd 
turner at 2QQmph 


FASTEN YOUR SEAT BELTS* Why* I don't drive a car if it s 
fitted with Seat belts... what 1 * that, officer^ Oh, all right then. 


true 360° turning. For practice purposes you can 
race against the clock, but true addicts will want to 
burn someone up . That's where the computer 
opponents come into play. There are six skill levels 
and you'l I be glad to hear that none of the drivers 
are perfect; although Skid Vicious the grand 
champion, might be exempt from that ruling. Some 
will even take the chance of losing the race just to 
ram you off the road. Should the unthinkable 
happen and you crash, you can see your fastest lap 
time (in the unlikely event of you actually finishing 
a lap, that is), your average and top speeds and the 
record for the circuit. 

With a choice of 12 of the world's most exciting 
cars, tracks to give the most seat-of-the- pants driver 
a hernia and your very own track designer, 4D 
Sports Driving offers exceedingly good variety, if 
nothing else... 


4D 

SPORTS 
DRIVING 

Mindscape 
PRICE 

£30,99 


OUT 

NOW 

GRAPHICS 


SOUND 

wT*b 





HMM. THIS STUNT CAR lark is easy stuff. I thought it was THEN AGAIN, the odd curve can be pretty devastating at times, 

supposed to be a challenge. Where' 5 that handbrake. I want a bit This takes mc back to my figure-of-eight Stttiextric set. 1 used to 
of excitements fly off the bends dij that too. 
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REVIEW 


HERE'S WHERE 
it all went 
horribly wrong. 
And not only eki 
I have the 
memory of my 
unspeakable 
blunder. Tve 
.ils r; gat to 
watch it all over 
again. 



Lawtor-ghinf CoUfit-citri 


Mid E lYpifH 


PM Dr-i'jfe 


SI § Boo, 420 HP 
0-60 4,7 s*q 
Top Sp*ad 183 MPH 
Price *1 50,000 


Next 


Last 


Auto 


Coloui 





Furrari IjTO 

Mid Engine, RU1 Dr-iv* 
DO Hi: '. r -? turfc.: 
SSSScc, 394 HP 
0-60 4,7 **o 
Tap Sp**d 190 MPH 
Price f 7^,000 

Done 

f 

Next 

Last 



Colou 


ARRGH1 WHO 
BUILT a bridge in 
that shaped And 
where are the 
warning signs€ 
Gulp. It's a long 
way down. I hope 
the suspension can 
take it. 



Track Edlf 









1 
























Horizon 

Load 

Hi 

Save 

r •■•■- q a 

1 Do 



THIS- IS WHERE those minds of criminal genius put their plans 
to work. You could build a road of all Straight bits and shallow 
curves, hut wherc r s the attraction in a racetrack that's driveahlc^ 

4D SPORTS BOXING LOOKED great, 
but it lacked a tittle something in 
the payability stakes. And that's 
also the curse of 40 Sports Driving, 
although to a much lesser extent. 
It's certainly got the look of a 
wonderful driving game: it's more 
akin to a game like Revs, the Beeb 
classic than arcade games like 
Lotus Esprit Turbo Challenge, Is it 
lair to label it a simulation 
though? After all it is meant to be 
a fun stunt car game. Stunt Car Racer, 
another blast from the past was not so 
good to look at, nor so varied, but it 
played much more naturally. People could 
pick up a joystick and, even if they didn't 
master it 
straight away, 
they at least 
knew why they'd 
crashed because 
the feel of the 
steering was 
that much more 
precise, 4D's cars 
feel tike racing 
cars with Rolfs 
Royce power 

steering fitted. There's no feedback to the 
driver; you're expected to know just when 
the car's back end is going to slide out. 
The only way to gain this knowledge is to 
practise and make a lot of errors - and 
this may be enough to turn off the 
undedicated driver. Still, this is a very 
different driving offering, which deserves 
a look just because it's presented in an 
origin* 


Ashley Cotter Cairns 


Colourful 
and varied 

driving 
'simulation', 
but lacks a 

little 
addiction 
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AMIGA REPAIRS 

JUST £44.95 inc. 


* Commodore registered repair centre 

* Over 10 years experience with Com mod arc computers 

* 20 qualified technician engineers at your dispos t il 

* We will undertake to repair your Amiga 500 computer for just £44.95 including 
parts, labour, VAT and post & packing 

* Some computers can be repaired within 24 hours of booking in 

* Prices include full service check, overhaul, soak-test and replacement of power 
supply unit if necessary 

* Repairs to keyboard and disk drive also included (£25 extra if these units are 
unrepairable and require complete replacements) 

* All repairs covered by a 90 day warranty 


Upgrade your Amiga from 51 2K to 1 Mb erf memory for just £25.00 

SPECIAL EXCLUSIVE OFFER: 

If you submit your computer to ourselves for repair, enclosing 
this advert along with just an additional £25, we will supply and fit 
a 51 2K memory expansion at no extra cost. 



How to take advantage of this exceptional offer: simply send or hand 
deliver your machine to the \wrkshop address detailed right, enclosing 
payment and this advert and we will do the rest. (If possible please 
include a daytime telephone number and fault description), 
* If you require 24 hour courier to your door, please add £5 else your 
computer will be sent btick by contract parcel post 


WTS ELECTRONICS LTD 

STUDIO MASTER HOUSE 

CHAUL END LANE 
LUTON, BEDSt LU4 8EZ 
Telephone (0582) 491949 - (4 lirj.es) 

WTS resc: ..l- ilit- ■ ii'lii m i-Hiisi.' nines tha: in nur i>|msiini are tampered with, lo an except 

beyond reasonable repair 
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THE 
MIDNIGHT 
OIL 



NEW. 1 



DIVISION 
ONE 92 REV 1 


MATCI l/STATS Your judfjenierti will be pui to 0k test 
in this, un k| n..- -t riini.k- mulch/staK simulation npLuiisi 
iiCCurately simulated opposition. This is the measure of 
your ieaw and your most reliable source of informatiun. 
There are displays of: match flow, two learns, player- 
'■■•i T li il ■■ I'iill :i| m^x discipline, substitutions, in-rrialtti 
liictics. goal scorers, possession breakdown and 
penfonnance assessment. 

REVISION ONE 

The best jiiit got teller! All updates thai have been mad* 
10 Dhrisiom One y2 over the- last six monihs. In addition 
the match screen has improved, opposition team info 

11 hi. 'i I . ,-. European transfer marki-i .uhli-il jiritl a few 
more minor changes, Art edit program and a 
customisation program have aim been added, The 
manual has teen expanded and the packaging improved, 
EDIT PROGRAM, Edit the team and players thai make 
up Division One. Produce yuur uwn Division One, or 
Scottish League, British Lljv.k- l : i.n: m I :m ; j.h_- 
Gciman/Sp^nish/Frenrh, l '[talian...e1c...cic. Or even make 
up a league of all the best team* you've ever seen. 
CUSTOMISATION PROGRAM Customise ihe 45 
by experimenting wiih your team. Even mote impoit;mi will be your judgement abiiut ilk: man waning squad. Use your own favourite players, or 
effect of the particular team balance or skill combination on the outcome of [he match, and your local side. How about as squad with Pelc, 
subsequently a Mason of football. Suitable training can develop/enhance skills. Beckenbaucr. Best, Cruyff, Madonna 

WHAT IS DIFFERENT ABOUT THIS GAME? 
Division Oiik ^2 iransrorms the sower niarjag.enu.111 \par»?. Yhsj tun concentraic on the football. Experiment with piiyen, form ado as, team stvles. timid yow iJre-im squad 
and check il aai in aeearaiety sbmilaied teafaqfaaa football. Maien rciviU 'die Ih.mh a unique soccer maich. Evcscy pans, tackl?, shot etc is detctntincd by ibe pla-wn 
involved. Your choice of skills thus influences maith reailis. Mental antoaicric lias Ittun dumped FootM! kn.ovvJcd.ee is ihc naitw ul'uie game, 


"(The Midnight Oil) treat soccer in tht sophisticated waj 
A mer leans treat t heir n aliun ;d games. " -The cj » s rd ian 

THE GAME Eiveryonc has their own ideas on what makes a soccer team "tick". Here ii 
the opportunity to put into practice your own idea*. Operating from the lingLish 1st 
division you must build a squad io ehallenge for the league title, ihe FA and League Cups 
and the 3 Fur<i|h-n:i tmphu-v And :is pLayjjs jpe. ulim.il ilv \ Viwn while holding off 
relegation. 

S<JUAI)S 'TRANSFER MARKET In a 3 squad system (Id team squad, reserve squad 
and youth squad}, use the cominuous intake of youth playem and training program to 
create a sl|il;uI y. husi- -kills relied your ideas. Supplonn:in Hu-se skills m, ith carefully 
•selected transfer market acquisitions. As I hey age, veterans fade and youngsters develop, 
keep an eye on the changing skills of your team 

SKILLS All players have a balance of 5 skills (no "skill levels") which you must develop 


HEAD COACH 
V3 

"When it comes to the 4th down Headcoach has 
it"."Heftdcoftch p, t " TV Sports Football" head to head" 

{Pop i;qinp H ) 



Headcoach V i has been described as "llie bet>L game- 
ever pui onio a computer", k it tbe complete American 
Football game, a multt season cpi-c with the very best 
strategic clcmcn.15 of ttte real thing. You will call (he 
plays., devise ihe i>ameplans and develop [he team. 
Use the firsl season {2 pic-seasojl games, 1ft regular 
season games, and tlie play-offs) to discover yi>ur 45 
man squad of players. Iltcn exploit the college draft to 
improve the team and expand your game play to beat 
the very best the NFL can trLrow at you. 

Pluycni will age and Icaii'r will fade (a player will last 
flboui G seasonN), but you will stav and rebuild .... 


Tel Sales: 
0438 721936 

FOR 
NEXT DAY 
DELIVERY 


POSTAL SALES 

TiK- Midniiihi Oil 
Depi 111 I 
I K, Haze I mere Road, 
Stevenage SG2 SRX 

2/3 dnvs, delivery 


Please supply; 




LJlrevl 

Amiga 

O 

□ 

Amiga 1 Meg 

n 

□ 

Atari ST 

□ 

□ 


£19.95 

L 1 MS 


Current owntrx: replacemem disk £L50 


REVIEW 


Bombs Away! One of the hottest PC Engine games makes its Amiga 
debut. Sarah Hibbert has a blast with Ubisoft's latest offering. 


— L 


DYNA- 
BLASTER 

UBISOEHT 
PRICE 

£30.99 

OUT 

MAR/APR 

GRAPHICS 


SOUND 


. i > DURABILITY 

•/- 

PLAYABILITY 




OVERALL 


87°/ 


o 




lOOtol : -49 


lOOf I 

1 —~ ____ : I 




mm 


THE FIRST FEW STAGES are fairly easy, so even the novice player tan get well into the EACH BOMB si-nds u powerful blast out 
game. Later on, the Stages get increasingly more complex, with more intelligent in four directions. Be careful not to get 

opponents, and can stretch up to three screens in length. caught in the deadly afterblast- 


THE EVIL 
WIZARD has 
kidnapped your girl 
and spirited her 
away to his secret 
castle. It's up to 
you to rescue her 
from bis clutches 
and save the day, 



REACHING THE 
WIZARD'S 
CASTLE is easier 
said than done. 
Eight levels packed 
Full of nasties stand 
between you and 
your girlfriend. 



I F CUTESY-TYPE games are your raison d'etre, 
I here's one of the best. Converted from the best- 
ir selling PC Engine game, Bomber Man and 
curiously retitled for the Amiga market, this one's 
guaranteed to have you stuck to your machine like 
superglue. 

The scenario revolves around your attempts to 
rescue your kidnapped girlfriend, spirited away by 
an evil wizard to his dark castle. It's not simply a 
matter of packing your bags, catching the next 
plane to Castle Doom, and asking politely for her 
return. Oh no! Despite your character's supposed 
intelligence, he decides on a gruelling trek across 
the hilts, fields and mountains of Cuteland in his 
quest to free his woman. 

Play takes place within an enclosed arena, the aim 
being to clear the screen of all the roaming nasties 
and find a hidden transporter to reach the next 
level. Of course, it's not as simple as it sounds: not 
only do you have to contend with umpteen 
different kinds of nasties, but you'll find that most 
of them are hidden behind granite blocks. Some of 
these obstacles can be blown up and some can't so 
progress around the screen isn't fast - and there's a 
four-minute time limit! To remove a block or kill 
one of the rampaging uglies, you have to place a 
bomb (from your unlimited supply) in the general 
vicin ity and then leg it to safety while the thing 
detonates and throws out a blast. It only takes one 
bomb to remove each obstacle or nasty, but 
whereas the granite slabs can take it, the raving 
monster loonies won't stand for such treatment and 
will be after your blood- Once all the monsters have 
been reduced to crispy cinders, you've got to search 
for the level transporter hidden under one of the 
blocks. Be careful not to place a bomb near the 
teleporter r however, as this triggers an explosion 
resulting in yet more nasties flooding the screen. 
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ARCiH! You've bought the 
farm as one of the uglies 
takes a huge bite out of your 
three lives. Never mind, you 
can always get some 
Satisfaction by blowing nuc 
its innards next time around. 



EACH LEVEL has 
its own. power-up 
hidden beneath a 
granite block. Once 
you've discovered 
its whereabouts, 
just walk over it to 
gain its power, 


THE LAST LEVEL 
proves ta he the 
most testing. It's 
impossible to avoid 
some of the 
nasties: they'll 
often materialise 
right next to you 
as the level begins. 
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CUTE-'TIL-YOU-PUKE GRAPHICS, a 
cringe-worthy tune and a cocktail 
of addictive game pi ay, a fun 
scenario and screen upon screen of 
killer nasties means we're knee- 
deep in cutie territory. Dynabiaster 
follows in the soft-tracks of such 
monumental games as Bubble 
Bobbfe, New Zealand Story, 
Rodtand and Rainbow /stands. The 
graphics and sound are just as 
you'd expect: cute and, erm r cute! 
Primary colours abound and some of the 
creatures' expressions when blasted to 
smithereens are hilarious. There are 64 
stages in all. eight to a level, Each level 
has its own specific graphics and resident 
creatures roaming around, although this 
is fairly superficial window-dressing as 
the gameplay remains exactly the same 
throughout. Unfortunately, initial delight 
soon turns to 
unwelcome 
familiarity and the 
gameplay rapidly 
turns stale. Some of 
the later sections, 
especially the eighth 
level, are ridiculous in 
the number of 
miscreant nasties you 
have to bomb out of 
existence. Even more 
annoying, you'll often find yourself 
hemmed in by nasties right at the 
beginning of a level with no chance to 
plant any bombs or avoid their deadly 
touch. Oyn a blaster's designers have 
obviously realised the game's limited 
staying power and have included two, 
three, four and five-player games in order 
to pep things up. These are fought over 
one-screen mazes with power- ups aplenty. 
Here, the action is fast and furious, as 
each player attempts to blow the others 
away and the screen is an iridescent blur 
of pyrotechnic tomf oolery! As always in 
this type of game, the multi-player option 
is by far the best bet and this one will 
have you coming back time and time 
again. 


Cute 
graphics, 
addictive 
gameplay, 
but lacks 
long-term 
challenge 


THINGS REALLY START TO HOT UP when the game's in five-player mode. Each 
opponent has an endless supply of bombs as well as the ehantc to pick op multiple 
pnwer-ups, so the action conies thick and fast, 


Sarah Hibbert 
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Has a worthy successor to Dungeon Master 
another dull clone? 



H N0 r not 
another 
Dungeon 
Master clone' is a 
thought that many 
reviewers, and indeed 
RPG fans, will sympathise 
with. Every few months 
yet another developer 
churns out its tribute to 
everybody's favourite 
role-playing game, but 
almost without fail they 
neglect to inject any 
spark of originality or, in 
the worst caseSj any 
talent whatsoever. 

Just such a thought 
crossed my mind when I 
first loaded Black Crypt. 
Sure enough, there was 
the central 3D view, the 
similar command 
interface, the usual 
character sheets. Five 
minutes later my initial 
dread had been replaced 
by pleasant surprise, and 
half an hour on I was 
totally absorbed and all 
those preconceptions 
had gone right out of 
the window. 

Black Crypt has a 
traditional 'Ages Of 
Darkness' plot. The 
powerful but evil cleric, 
Estorath Paingiver was 
banished from your 
country years ago for his 
unspeakable acts, but 
now he's back with a 
vengeance and it J s up to 
your party of four, a 
fighter, cleric, magician 
and druid, to stop him. 
The only way to achieve 
this is to venture into his 
domain and retrieve four 
magical weapons with 
which you can seal him 
away forever. 


AT TH.1t BEGINNING of the game you literally haven't a Wean, except the shirt on your back and 
your pants. You wnn : t get very far with those. Fortunately, there are plenty of goodies to he had on 
the Erst level, so it won't be long before you're equipped mare professionally, 


ALTHOUGH THE MAGIC in 
Black ( i isn' t actually 
cryptic (as it is in Dungeon 
\1 truer), it still plays a vital rule 
in the game. Here, (or instance, 
you need to get past this light 
n, Weapons just bounce 
but a simple Dispel Magic 
is enough to clear your 
to the booty. 



4k. 


H 
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HINTS ARE READILY AVAILABLE In the form of plaque* on the dungeon walls, 
Trouhle is. they're written in runes, so you'll nttd the- odd Read Rune Rpell handy if 
you plan to make use of them. 

DEATH CAN 
BE frustrating, 
SO it's nice to 
see that Black 
Crypt is lenient 
in this respect, 
JuHt get 
yourself a 
scroll of life 
and a death 
gen (found on 
the the first 
level) and you 
can resurrect 
up to three 
members of 
your party. 


THE ONLY 
CREATURE 
you'll 
encounter on 
1 1n- first level 
(other than the 
Guardian Ogre] 
is this weird 
affair. lt r s more 
of & nuisance 
than anything., 
hut it can be 
deadly if you 
don't deal with 
it quickly. 





IT MAKES 
SENSE that 
you're forced 
ro use one of 
each type of 
character class. 
Youll need 
their individual 
skills in 
different 
circumstances. 
When one d ics. 
you're severely 
handicapped, 



ONE OF THE 
MOST useful spells 
in Black Crypt is 
Wizard Sight, which 
is essentially a self- 
mapping option. It 's 
accompanied by 
another spell 
Compass, which is 
ait auto-direction 
finder. Far from 
giving the game 
away, these spells 
make it so much 
more playable. 


HE'S BIG, HE'S 
BAD and he's 
almost impossible 
to beat. This ogre 
carries the key that 
will get you to the 
second level of the 
game, but hc : s not 
about to hand it 
over just like that. 


IT HAS TO BE SAID: Stack Crypt is 
easily the best 3D role-playing 
game available on the Amiga. 
Aside from cosmetic 
improvements like smoother 
animation and superior artwork, it 
boasts features that are clearly the 
product of some thought being 
applied in the planning stages, 
Sound is a good example. Rather 
than just using spot effects for 
their own sake, sound effects in 
Black Crypt provide the player with often 
vital clues as to what's going on around 
him. Not that T - _ + _ . * 
youll have time to I He STciTB OT 
appreciate this. 
Neither will you 
spend too much 
time admiring the 
control interface. 
It's so intuitive 
that five minutes 
into the game you won't even notice it. 
That's important because in a game of 
this type you want to concentrate on 
enjoying getting your head round the 
puzzles or giving wandering monsters 
what-for, not struggling with an over 
complex spell system. What finally tips 
the balance in Black Crypt's favour is the 
delicate line between mental effort and 
combat and the superb way that the plot 
leads you through the game. It won't trip 
beginners up too much, but neither will 
experienced players stroll through it 
unhindered. What more can I say except 
buy it? 


Laurence Scotford 


the art in 
3D role- 
playing 
games 
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PGA TOUR 
GOLF 
TOURNAMENT 
COURSE DISK 

ELECTRONIC ARTS 
PRICE 

£14.99 

OUT 

NOW 


GRAPHICS 



It's back to the tee for a brand new round of golf at a couple of brand 
new courses. Florida, Arizona and Tennessee are the destinations for this 
particular tour 



mum wim 


WHEN PGA TOUR GOLF first hit the 
streets, it took everyone by 
storm, It wasn't that it looked 
particularly wonderful or that the sound was 
far above the norm. It was just so playable. 
Eager foursomes were soon springing up on 
the greens of 5awgrass r Sterling Shores, the 
PGA West and the TPC at Avenel. Electronic 
Arts, to whom everybody gave so many 
thanks for introducing such a wonderful 
game, assured us however that there would 
never be any data disks produced. So what's 
this? How can we ever trust them again? 
Does anyone care? 

The Tournament Course Disk introduces 
three new courses to the PGA Tour: Eagle 
Trace in Florida,, Southwind in Tennessee 
and Scottsdaie in Arizona. Each have their 
own new features and hazards and should 
prove just as challenging as the original 
courses. 



AS WELL AS BEING home to Elvis, Memphis is home to the Southwind 
course, Over 7.000 yards in length, the course is abundant with water, 
sand traps and narrow fairways which makes the art of precision playing a 
necessity. 


IF YOU 
WANT TO 
talk about 
water-Jogged 
courses, 
Eagle Trace 
is a prime 
example. A 
series of 
elaborate 
canals, pass 
through 16 
of the holes 
and make 
playing 
something 
of a 
nightmare. 


EAGLE TRACE 




SCOTTSDAIE 


IT ITS NOT WATER,, IT'S SAND. Flaying at Scottsdaie Is like playing in a 
desert. Sand occupies almost every holc< from the tiny 17th to the rugged 
515-yard 15th. 


A YEAR AGO, PGA Tour Golf was the 
golf game to have. Nothing could 
touch it for sheer play ability and the 
many options all added plenty of 
variety. One year {and a MicroProse 
Golf) later, PGA is actually starting 
to look - shock, horror - dated ! The graphics 
are no longer as wonderful as they were and 
all of the little niggly bits (the green grid 
appearing at the most inconvenient times, 
the fly-by hole preview being reduced to a 
jerk-by hole preview) have just become 
more off-putting than ever. So what better 
time than now to try and breathe some new life 
into the game with a data disk? Well, that's really 
all it is - a data disk. The new courses may have 


Par for 

the 
course 


different layouts, but to the average Sunday 
golfer (such as myself) you'd hardly notice 
any changes apart from the background 
scenery. What's really needed here is a PGA 
Tour Golf 2 r a sequel with many 
improvements, new features and a 
completely updated look. For the regular player 
who's grown bored of seeing the same old courses, 
a data disk is just fine {and the presence of a 'next 
page' icon on the course selection screen, indicating 
that there are presumably more courses to come 
will no doubt also please) but it's an overhaul that 
most of us are looking for and is what is needed to 
put it on a par (no pun intended) with the superior 
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And for our next trick, ladies and gentlemen... Electronic Arts has 
turned its attention away from World War Three to set its Harpoon data 
disk in the sun-soaked militarised Mediterranean. 



THE MED CONFLICT 


WITH THE COLD WAR now officially 
behind us, Electronic Ants has come up 
with a new focus of attention for 
Harpoon - The Med Conflict The main addition is 
16 new scenarios, ranging f rom preventing the 
Russian fleet escaping the Mediterranean, to taking 
on an al liance of Arab states who have banded 
together to declare a Jihad against the satanit 


western powers (or something like that). 

Obviously the new missions are the main feature 
of this pack. While the Mediterranean is smalt and 
very busy on the larger scenarios, the missions are 
varied enough to stop them becoming repetitive. A 
further 60 types of helicopters, planes, and ships 
have been added, including attack 'copters, Mirage 
fighter/bombers, helicopter cruisers and hydrofoils. 


To fa 3:23:39:* 


YOU'RE IN charge of a fleet made up of 
NATO forcea, This can test the best 
commander*; you must kei-p an eye on 
your battle groups to find Out where 
they're going and if there are any hustilcs 
00. the way to meet them. 



HARPOON 
THE MED 
CONFLICT 

ELECTRONIC ARTS 
PRICE 

£14.99 

OUT 

NOW 


GRAPHICS 



PIAYABILITY 



TO MAKE things 
easier, adverse 
weather conditions 
and mechanical 
breakdowns can be 
disabled. 
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OK LOADING, you're given the 
background to possible conflicts in 
the region, with information on 
who might be involved, why they 
want to wage war on someone else 
and what equipment they've got. 


WHEN YOU HIGHLIGHT a 
scenario, you're given a detailed 
breakdown of what's going on and 
what your objectives are. You're 
also given hints on how best to 
deploy your forces and what 
'surprises' you can expect to face. 


M 4 AHfcjsh 
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APART FROM THE SCENARIOS 
and extra craft, this game is 
essentially unchanged from the 
original. This comes as a bit of a 
disappointment really, as there 
are plenty of enhancements that 
could have been made. A few 
additions to the orders menu 
would have been nice, and maybe some 
other new features, such as a cycle-through 
battle groups option. You will however, 
find that you need to adjust to some new 
tactics. In my attempt at bombing a few 
Libyan airfields in a repeat performance of the 


A change of 
scene, but 
basically 
more of the 
same 


American attack, I managed to escalate 
things to almost total war. There's a lot 
to be said for subtlety! Et does take a 
while to learn the various strategies, 
such as when to go forwards and when 
to rely on defence and sneaky bombing 
raids and there's more than enough 
variety in the missions to last you a 
long white. Provided you own a copy of Harpoon 
and are quite satisfied that you've already saved 
the western or eastern world from communism or 
capitalism, this is well worth looking into. 


Mark Patterson 
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SHADOW 
LANDS 

DO MARK 
PRICE 

£29.99 

OUT 

NOW 


GRAPHICS 



/ 21^% PtAYABILITV 


OVERALL 

93% 


The name might be as corny as any other role-playing game and the 
plot might sound as though it came straight out of Dungeon Master, 
but Teque London has produced one of the finest RPGs for ages. 


YOU ARE DEAD. Passed 
on. No more, You've 
ceased to be. You've 
expired and gone to meet your 
maker. You're a stiff. Bereft of 
|ife r you rest in peace. You're 
pushing up the daisies. You've 
shuffled off this mortal coil and 
are resting in the heavens. 

Well that last bit s not quite 
true. In fact you're doing 
anything but resting. You see, it 
wasn't your time to go. You 
were taken away before your 
prime and you're not happy 
about it. So much so that 
instead of just spending the rest 
of your time sitting around in . 
the clouds playing the harp and 
pining for home, you're actually 
doing something about 
restoring your place in the 
general populace, 

After your entire village was 
slaughtered by the foul 
denizens of the Shadowlands, 
you find yourself not altogether 
'on the other side'. Your body 
may have been cast away to 
some far-off temple r but your 
spirit is still very much alive and 
kicking and it wants its body 
back. To accomplish this 
si i g htly-m ore-t h a n-d iff i cu It 
task you've managed to 
influence the minds of four 
passing adventurers and have 
taken them into the very heart 
of the Shadowlands Here, then, 
begins your quest for life. 



THE ENTRANCE to the dungrtifli of the Shadowtends is found at the rear of this 
bat-filled forest. Take this opportunity to Stock up on food and anything that looks like it 
could make a decent weapon; equipment gets scarcer the further you go. 



THE INITIAL LEVEL should he familiar to anyone who's played a fantasy RPG before - 
the dungeon. As you move along the corridors, the graphics for the walls will constantly 
disappear and re-appear to let you see yourself. The red lines indicate where Walls ire. 


SI I / \ | w x \ \ I 

HADwww 


RATS ARE ANNOYING, 
dirty, small, annoying, 
impossible to kill, annoying, 
relentless, everywhere. .. did 
I i) nut ion annoying^ They 
infest practically all of the 
dungeon levels and have 
only one purpose 111 life: to 
follow you around 
everywhere you go, bite 
chunks out of your legs and 
make your life a living hell. 
What's worse, you can't hit 
them back. 
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LIGHT PLAYS a major pari in the game - if only to let you see where you're going. 
Torches can be carried or mounted Oil the walls, but they gradually bum our, so us* them 
sparingly and make sure that ynu constantly re-Stock your Supplies. 



THROUGHOUT the levels you'll find doors. Some can be opened by a quick pull of a 
lever, some require keys And some more complex manoeuvres, such as having two peopk 
stand on one pressure plate while two Others Stand on another in a different room, 



AFART FROM BEING in near-darkness, the Egyptian levels contain all sorts of nasties 
to watch out for, as well as some of the most fiendish traps ever created by a human 
being. Scorpions litter the floor and arc deadly tD touch, minotaurs roam the halls and 
mummies are hound to pop tip every now and then, 


EACH CHARACTER can carry a fair 
amount of equipment, each piece being 
allocated a place in the character's 
inventory screen. Some objects (such 
as chests: or bags) can be Used to store 
Other items, allowing for even more 
loot to be carried. From this screen you 
can also swap objects between players 
and change the walking formations of 
the team. 
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AS WITH ALL good RPGs, you start everything ar the 
character generation screen. Clicking on the 'chance card r at 
the top will allocate a random amount of points to the 
selected character's stats. Interestingly, yoti don't actually 
choose any kind of class or race for each character. Instead, 
you develop each of them into their particular roles as the 
game goes on, This means that none of them have any 
restrictions on weapon use or armour and when the going 
gets tough, your selected magician could quite easily pick 
Up a sword and. get stuck in. 
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STRAIGHT OUT 01 Hampton Court comes this 
infuriating maze (from the rangu of emotions I'm 
displaying in these captions, you can almost tell 
exactly what the game's like to play). Wild dogs 
itter the hedges, hut the biggest threat comes Cram 
something much nastier... 



THE MINOTAUR, is hack nn this Level, except this 
time he got his hands on a couple of very nasty 
fireballs. Nut Only is he powerful, he's also fast, able 
to outcast even your quickest magician. 



MAGIC IS an important feature, with virtually 
every object having a degree of magical energy that 
can he drained for use in spoils. Spells are found 
either on scrolls or in magic hooks and range from 
fireballs, (shown here being cast and taking effect) 
to spells of darkness. 


SHADOWLA NDS OWES A 
LOT to a number of 
previous RPGs, but even 
more to the fine talents of 
Teque London: it's one of 
the best dungeon-delving 
role-playing games to 
come along since Eye Of 
The Beholder. It's obvious right from the 
start that an awful lot of thought has gone 
into the game's design, from the easy-to-use 
controls to the use of light as more than just 
a graphical effect. The very fact that each of the 
four characters can be controlled independently of 
each other sets it apart from the likes of Cadaver, 
Dungeon Master et a I, and allows you to come up 
with all manner of strategies in fights and solutions 
to puzzles. The real beauty of Shadowlands is that 
combat takes a back seat to the environment but 
still manages to feature strongly enough to add 
excitement to the proceedings. Every object no 
matter how small or insignificant, can be utilised 
effectively even if it's just to recharge your ability 
levels. Apples are more than just food, you can 
drain them of their 'psychic energies', use them to 
set off hidden pressure plates or even throw them 


First-class 
dungeoneering 
that's one of the 
closest things to a 
real RPG 


at monsters, If there are criticisms 
to be levelled, you could question 
the use of the 'little monsters'. 
Rats, snakes and scorpions can 
become a real pain in the 
prove rbials if you don't pay 
attention to them, nibbling away 
at a hit point here and there, 
slowly draining the life away from your characters 
as they follow them around constantly. Also, the 
dependence on food and water to keep your party 
alive - while realistic and adding to the detail - is a 
feature of RPGs that has always, in my mind, 
detracted from the fun of the game. It's unfair to 
base an opinion on these points, however, as they 
are purely personal points of view and the very next 
person will probably tell you that he enjoys those 
aspects. Shadowlands is a glorious fantasy romp, 
mixing exactly the right amount of action with 
thought and wrapping it all up in a completely 
absorbing atmosphere, The only thing it's missing is 
a multi-player link-up option, which would really 
have been something special. 


Paul Presley 
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Eagle 

Software 

FREE 
MYSTERY ^ 
GAME r 

MTK ORCCR5 J 
▲ OVER £50, 4 


118a Palmers Road 
New Eouthgate 
LONDON Nil 1SL 

(i D arn - 6pm G days ) 

Tel: 081-361 2733/5730 

{2733 Fax line after 6 pm) 



TOP TITLES ST AMIGA 

Haff M«g Upfiride - Crxk M.'A £2999 

1 Mag Cnrtd Nj'A £7,99 

30 CaerucKMi Kil £29.99 13659 

*DSfXrtfttoflfl £15.99 (1699 

WSOArtwi.,.. £2699 £2699 

Acion siaiou. tuk tir.ee 

Addama Family „ £i#.§e £1699 

Agony £14.99 £16.99 

£1E99 £16.99 
£16.99 £16,99 
£16.98 £15.99 
N.'A £21.99 
£1738 £17.99 
£1599 £15.99 
£1&99£i699 

tut. mm 

HUM 
NVA £36.40 
£1699 £16.99 
£1099 £'099 
£16.99 £ 1 6.99 
£16.99 £1639 
WA £16.» 


Air Support 
Man Swirl 

Alpha WflvM 

Aliased Oaifiy 

Another WortrJ „„,.„ 
Arnairifl-Spietmijift 

Anwkse .,_ .„_.... 

Am» 30 ™„ 

Amos Cflnlpilar" Nj'A 

Amos TUe Credo mmK 

Vrmrgedrkii 

B4(*KHt»fu1urplll ... 
Bad< 10 Ite Gdd&i Aje 
Barbarian II |F$yflnosis) 

tortt rm hi , 

BAT. II £22.99 £259 

&a«*Cn«sa £itS9 £tS99 

&£i=f« Cti«» II S16.se £16.99 

EUBie Gonvnflnd £1599 £1656 

Bank Hauiq 19*2 £699 Hfk 

Baffla M £1999 MM 

BaflaMasler £1999 £1998 

EaHle.S*;B()fffli Nik £7.99 

Beaayal _ u* £9 99 

BgRiK ~-™»„, 11699 £1699 

isil art Tad* Adrarflure £1699 £1699 

BJIiarO Snvifela II 116.99 £16.99 

Srfc at Prey „ ££].99 £23,99 

aua Mai .... £1999 K14.9B 

Blues BnSharj £1699 £16.98 

Bdlcn&KnbCkib £1699 £16.98 

Brain Hm*t £1699 E 16.98 

BuChRogm £1999 £19.98 


Cadafrar - tie pay an 

Captive 

Gardiaii „,„,„ 

Carriage 

Carve Mp ,,.„.„._ 

CentLfien „,.,„,_,_,_ 
DhacaSli*iBaH .... 
Gharnptcn qJ the Rq 


£1699 £16.-99 

£1099 £10.99 

£1599 C=5.99 

£1799 £17.99 

£1699 £16.98 

El 599 £15.98 

£1639 £15.98 

£16.99 E 16.-98 

£1699 E1Z98 


Qi»ftHG... E6S8 £6.99 

Chat* HQ ir £U99 £u,99 

Oiffitii Rsvencja £1699 £16.99 


throne Quesi I 

<Xk* Rock 

ChunXTsBm AFT 

Coca Heal „ 

CTiAirCwnbaj 


N.A £7.99 
£1699 £16.99 
£1699 £16.98 
£1699 £1459 
£20.99 E20.9& 


top titles st auga 

Code Name Iceman 1 Meg £ 1 4 99 15699 

r^ Name WhHe Shad. £2399 £2399 

Cohort . £2099 £20.99 

Colda £1559£l999 

Conm the CiwTwriai .. U\ 99 ££' 99 

CftWlAsfwi mee££399 

Crary C«*UI £21 JB £21 99 

OimeWire „„.,. £16.88 £1&99 

Cfljaelor aOorpM £17.98 £17.99 

CybefCon. Ul _ £1698 £16.99 

fritnun , £l 5.99 £15,99 

Das Ebd £21.99 £21.99 

DfiyJ-Ofl^KIDr £15.98 ££.99 

Derncrt* „„ 119.99 £19-98 

Dtuteftt _ £20,99 £3Q.« 

Ct*ws DiH-gna £ 16.99 £l&,99 

Crates J Steel £17.99 £l 7.99 

OOuUft Dragon III £s609£l&.99 

Dr Dacmj Reverse £9.99 WA 

ELF £15.99 £15.98 

BviraHiElf5MetDflifc £21.99 £21.98 

Ehira II jaw? cfl C*rH€TuS £23.99 £23.98 

Epic ,_ £1599 £15.99 

EyedlheBehBliJ^f........ hVA £19.99 

E^dfreBencidBrli .... fL r A £20,99 

F 14 Tern CM „.„ £ 1 899 £13.99 

FiSStnka Li.jk-H £2399 ££3.33 

FI17A SleaimfiflMer ,. £?E 99 121.39 

Fl&SlaalfiFigrrtef £.1999 £1998 

F23 Retailer £1599 £1599 

Fas* Off saHccaey ... £15,99 £16,99 

Fatal II £2199 £2399 

Male ftpo* £2159 £2359 

File c4 Adviii (AiMtml N/A £17.99 

Feie o< Alinkt OVtttta.1 WA £1799 
Fadaf jlitr ^ t=ree Traden £6.99 £6 53 

FfiudaHcvft „.„ £16.99 £1699 

Rnai BJa# ... £1699 £1699 

Fnal hg.-H £16.98 £16.99 

RnelWiislle £9.99 £9.99 

FrU Samurai _ £14.99 £16.99 

FltSm en t.a iHntdef £16.98 £22.99 

Haw 13 £19.99 £19.99 

FactrjalOwy . .. .. £1699 £1698 

Fukire Bftsettfl £1698 £16.99 

HjizIhI HIA £13.98 

O-LecFLXO £16.99 £16.98 

3aum«| m £1639 £16.98 

GasJi* (K«C. Si499 £ 16.98 

3flngrH«rwi £21.99 £21.98 

CWtySburrj £4399 £li,99 

^hDubnGhaA £999 ££.99 

Lktfafia- £J699 £s6.99 

Gods ^ £1699 £16.99 

^riAlm Shoi £1699 £1699 

Giaftam Gogtii OncJfel ,, £21 59 £21.99 

Grand Pm (Fomull 1) . £2399 £2399 

Gunftogl £2139 £2)99 


ST & AMIGA BUDGET TITLES UNDER £10 B * 1 * 11 - 

3a "B» ■■ MS9 Pracjon SpifH £&» FtaMonW"!,"!!!! £659 

» Pod , SEM Ftrtny W«M ttay £3.98 Ho«l Otftar ., ..... . £&9f 

«iertwn# , £599 F*6Ccmba Pttql £6.39 BcduBlRmoff [£99 

Altars) 8«jl £559 GaumWII £6,98 B-Ty».. . £599 

AfKfliiaid tAfngi grf^ £4,50 GhwIOuJtwl II £699 fen Tha G«rt« . £$99 

l» £599 Hani DriHn 1 , ., £6.98 &iadtw ^ 1» Baaji r>™j, £5.39 

"Mi ££.99 HMdomHe* ...„.., £6.39 BhenwiM* TT.. £499 

B*Mri*i (57 Drty) £5.98 Hrtol Hkifj Gi*Je to QJ*i> £7.99 Ermdni _ „.„ .1638 

™*"n II £595 Hong Kgng Ph»r £6.98 Shirte Pu* Cale ., £698 

mtKm^fudOmdm £6.99 ««tarj* £699 BJk*™ £699 

tolWrt The Movie £6.98 IK + „.„„. f«.9» SpoedM £738 


Bkcd Mgney _ 

CfltMJ y^gacniy) ... 

Cair-ana Gamut 

CSrti* Dyi¥TianrJ 

Ootd Khgdwri , 

Cdcasjjj Ohedt 

Conflict n Europe 

•^rtUin-.laJ Ctob 

CruifCm 

De^noer ol fie G>uwn 


-.. £6.99 nm-M-jt:* W«utj- II ££.98 Skriw Fome Hamer , £698 

... £698 jHfflMPtnd _ £6.39 SMU Cv FlSC* £599 

... £6.99 WQtom £5.99 SutwHangtjn ,.„. £658 

.... U* LaM Unit N , 1658 9wl*Bl>Jl. S599 

B.» UcawlaM £5.99 Ttnga HUari Tirtt* £638 

.... £6.98 LOttbtrd FWC Raty £639 THj«Jml*t ££..69 

,. £698 Hchatf Jtctcttfi Mo anwft ar £5-98 Toatih £638 

E6.98 FfflwZflflJflfi4$bry £6.98 Ttfjihc* IfrM On , EmTinJ £5.99 

£7.99 UnA RlbMl £599 TV 5pwh Fwlbtf 17.98 


... £699 h*T5 (Mug* crty) 
... ES99 Narfl 4 Scufi 
£7.99 0M Run 


TOP TITLES ST AUIOA 

Gurufw KH) H £21.59 £21.99 

Hard&wnll £15.98 £15.99 

Hfeirdfi^a ... £1699 £16.99 

Harncon (1 Megj £19.98 £19.99 

H*tfdal - £2199 £21.99 

Heri'j OudHGrBThlin) .. £16,99 £16.99 

HilSVsd BAia £16.9S £1698 

Hume MM ..- NfA £2199 

Hjdacr, H**H £15.98 £l5.fl9 

*M+ .,- £ffl.98 £21,98 

I. Bdhamj Crtt**H £16.98 £1698 

mmcflaa £15.99 115.98 

m«anaedn 500 £i6.99 £i699 

hsarreplor .,„„ £26.39 £2638 

h*tK* £6.» £6 98 

JrtUitrnritdQiplrl .... N.'A ElQ.99 
Jahangr^han^Sq.iaan £'699 £'639 
Jffl»V WHfl Wtirwnif El 9.99 £ 1999 
Juphers W^lerdfkii .... £16.99 £1639 

r*Offj|(iMo9) £I599£I599 

Ki*0tff|(.S M«l Mi'A £L359 

fid(OH WlmngT»S<* £9 98 £9 98 

Kftmg Gbud £11 99 £11 99 

Idltig ■&am6 Show £15.99 £l£99 

Iflno* BowiHy ....... N,'A £11:59 

Hngs Quasi IV £u 99 

tings QunlV £26.99 £2699 

XhtghtMare £16.99 £1699 

^Woflhiay _ £2199 £2399 

LMlfonjalll £15.98 £15.98 

LMnrtr.... £1699 £1699 

Leisure SuH Lany » £14.98 £25.99 

Looura StiE Uny Ui £2599 £2598 

LMirt Suh Larry V £26-99 £25.99 

Urnrjngi _ £16.98 H699 

Lonnwigi - OaU DM ... £13.98 £13.98 
Lemmings- Sandra* £16.99 £16.98 

Ll»4 D*fi E2Q.99 £2D5f 

Lcgcal £16 98 £16.98 

ICtd & ti« Rngl N,'A ££0.99 

LcaJPalrol „ ,.. £lS98 115.38 

Lolus Esprrl £'5.99 £'5.99 

Lam T j-Sw rjuilleime II E 1 6,99 £ '.6.99 

Ml Tank Raw „ £19 99 E'9.99 

M4d Prdasscf Mcriarty .. £l699 £l539 

Mage Garden ....... £1659 £1699 

MagcPcdsels... £15.99 £1539 

MVHrtieStfol „ 11999 £1999 

Mar. LIU. Europe ............ £15 99 £1599 

M. CHfca UHirnalB Foaltol £16.99 £1S 99 


W 01 m* Eirtl £555 OpanBon 

Deiuise Bins Pcfcar £698 Puma 5tidC 

Oco&* Dragon lor l £599 Pl*lDcri .. ., . 

Oajcn Hirffi £699 flrrtator 


£739 Vfgima.. £699 

£699 War ?one ££.99 

£699 WBIanoo £6.96 

£699 ww^efFuit £599 

£7 99 Wzpel E45S 

£599 WGLaadflrtDord £698 

£699 Xucnll 179B 


TOP TITLES 
M^gl MarXHI , 
Mgmhn« R*cv\. 

Mwjnitn ._ 

MonAay bland . 


ST AMIGA 

. N/A £1999 
£1599 £1599 
£21,99 £21,99 
£1599 £1599 


Moniev Uland H ...£1599 £1699 

Mystical ,._.„...„ £15.98 £15.99 

Vft* £15.96 £15.1 

*e.„ £15-99 £15 99 

tevyBeaia E 59S E'5.38 

rWutM N £l&»£lS9A 

Nnchbexri . £66.99 £ 1 6:38 

New*pndrt9 5toyl1 £1699£13JS« 


Nigms^iA 

'C^TrtlA 

Operas Thurv^rbot 

Guhii E(jopa 

9*1 

Parca, Kkifaaififig 

PtprBOy II 

Pegaw* ,.„.„,,„.„.„„, 

PGA GorfTow _ „. 

FwdHtf 

Pttfcg m 

Ptjpuas+Sm CVry 


.£10.98 £1559 
.£1698 £12J9 
. U6.98 £599 
.£1698 £1699 
.115.99 £1599 
.£1698 £1699 
.£1699 £1699 
£1638 £1559 
. K'A £1699 
.£1559 £1699 
.£!5.99£i£99 
.£21 38 £21 39 


Po^cuill £2099 £20.99 


PjF. Hamnw ... 
Ft*Mtor* ....... 

Prince <if Pflrw 
Pwaiit .......... ... 

QuflM and Gtorv 
Ralr&ad Tycocn 


£5.99 £9 99 
,.,.£1698 £16.99 
..-(1659 £1699 
,...£1538 £15.39 
....£1659 £1599 
,£20.99 £2099 
.£2499 £2499 


TOP TTrUEl ST AMIGA 

Space A» II Hih 13195 

Sp*»Gul £1599 £1598 

Spmg&umdb £17.99 £17,95 

tiftStChMMlW 12699 £2559 

Speedballl ,. £15.98 £15.98 

S*n|c( EKaibur £W» £2&98 

SptK £1195 £1159 

9lafConlxi.„ r hVA £17.98 

SMfflWifli... £599 £6.99 

SBflmt V £1638 £1638 

SMfVHWII *A £10» 

a*efl& £1738 £17.59 

StMarl £15.98 £15.98 

SrikfflMr ,.„ £1738 £1759 

Supipte £16 99 £1698 

SfclwCMir £15.99 £1599 

Su per Monaco GP £16,98 £1638 

&rff Spew Irwaden .... £2C>.99 £2559 

SufBBnuey £20.99 (1996 

9u*HieiCu*CafD!i £1595 £16 98 

Sw6p-.. £1699 £1599 

SwWi Bads I £15.96 £1598 

TflPrmMrjrl £15 96 £15.98 

T«i Dnvtlll £15.99 £1596 

Th*rFw«lr4aiif £1398 £l 9.99 

T»i«rFre*lMia*ipft .. .. £1D.» 
ThuntMAtHti Afr73M .... £21.99 £21,99 

TtuKfarJp* £16.96 £1698 

TffOff £1596 £1559 


R.6.1. 2 Baubal 12056 £20 99 


Mflcal^Mania 

M«g«t«v4llrl . 
Megattfinj ,..,.„.., 
Merchant Cokny , 


£2099 £2099 
£20.99 £2099 
£20.98 £2099 
£16.99 £16.99 
£2099 £2059 


£20.99 £2095 
E2&99 £2199 
,. £599 £5.99 
.. £16.98 £1599 
„ HFA £24.96 
.. £ 1 £.98 £1599 
,. £15.98 £15.98 
.. £6.59 £6.99 
.. £14.96 £14.96 
- £15.99 £1556 
£1638 £1699 
..E 15.98 £1558 
■ £l698 £1658 

Rugtw World Cop ^£15.99 £1599 

flV.F. Honda , £7.98 17.36 

Srakcn ., £il99 £1139 

Sacrrt ol rne Blurt £21 99 £21.99 
ShtM Weapon LutNvafle . 
ShaAwoflMDaaatil .. 


Reaimj 

FW tow .„ ir , u „. 

fiWBQfldS (Can-op Htj) 

not OangaroAii 

Poe- afffie Drago , 

RBtm Mood 

Poswad ..,„„ 

Roccoop 

RobccppJI ,„ 

Flobocqp II , 

Rod Land 

Rcdin' Roonj 

R-Type II 


TwvaklwWafrirj' 

Toip Recti 

Tumcan II 

TV SfwrrJ DowU ...... 

Uftrr-fl Marten Owns 

DHima V ., 

UttmaVI „.„ 

Ultimate fcc* 

UMSII 

Under ftieeun 

Ur Had „ 

Lis 

>mum*h« . . . 
JS-S John Yang 


£1498 £14.96 
£1559 £15.99 
£15.98 £159$ 
£5.99 £5.99 
h.-* £21.96 
£2938 £2099 
£1956 £1958 
£2099 £2058 
£1059 £1056 
£2199 £2159 
£1739 £1756 
£1696 £1699 
£16.99 £1656 
16.36 Efi.98 
£1699 £1699 


WoUi £2559 £2059 


MAX EXTRA only £17.99 


BOARD GENIUS AMIGA only £ 1 7.99 


SOCCER MANIA only £11. BQ 
Fnc/bJl MiTJONr IL Giui'lSa»V. Foc*al 
Ua r 44T - W.£ tsiix. Uc opefcj Soger 


SSJPEfl SIM PACK only £2159 
k . ID Tirt-ii Cruy t^-j I:. 


SUPER SEGA 
onlyl21.Se 
koor Mo- eo (5.H-. fiMm Am, Crtckhwn, 
EEWAT. aid 5-innfci 


WIWWJKCiFIVt Amiyj OnlyI11.9» 

l:.> .•■.*>:. b-f. "..-or l.-W.rq 


EDITION ONE wily £1 LBS 
Dh-faiA Oiyu- Kpti. inn Wj-q ire Shwn 


Quest for adventure cniy £3199 

Optfrion S^dt, hdani'i U41 Ovute and 


FALCON] CLA$$IC COLLECTION 
only £1599 
Facin M.aon 3n». ind U.ugn T<A4 


HcNCtS ST Ofily £9.99 
BartH'w 2. Eknnng Ufa, S'* r Wl<l 
vd UC«K4l>Kil 


BIG BOX only 11599 
Ciplidi bmo. Tin Tn en r* MDcn.Sann Gj-i. 
lgp'iDa0.m Buadfl hjrpi* Snjffl Dtyl; 


MAGNUM 4 orty £16.99 
vn Cdnen CnHd OvMdar 


Mats _ £1599 £1599 

McroprcMGofl" £23,98 £2199 

M4i^Ras4lan« £15.99 £15.99 

Mdwrtar || £23.98 £2198 

ttg29fvtaum... .. .. .. £21,99 £21.99 

MKi 29M Sugar Fulcrdni E2S.9& jJS_9j_ 


NINJA COLLECTION only £1199 
& Drtftji. &udw **tv, r>. Mnji 


AH COMBAT ACES v*f £1959 

Fdcgn, G^ti*ifl> and hgnc 


5UPEA HEH0C5 Only £1758 

Stndr H, Mvi Jqtbi, Lul Hnpi I 
ina Spy *o lawtdmi 


FLIGHT COMMAND cwiy £1 199 

Einnngr. Sf^-I hVH Mnar, 


TEST DRIVE II COLLECTION 
AMIGA only 12198 
Can. Ciiitn 1 Oialrqa, 
Ejofirur Oilanpi, Pjj, Can 


fiAJNflOWCQLLECnOM oriy.i1l9# 
MO £Hland3wy, ButM %oOdt 
Fa-bom Wanrtt 


aadow-E^ircw 

Shadow Warricr 

Shutie Ihe Sim 

Sienl Series II 

Sim Earfi 

ampacna ... 

ShorOi* 

SmaanTV £15.98 £15.99 

Spaca1B69 . ... ..£29.38 £29.38 


£1999 £1996 
£1599 £12.96 
£16.58 £19.96 
£1596 £15.96 
£26.98 £2958 
£2198 £2198 
££.98 £2856 
£1556 £1558 
£1699 £9.99 


VenbaBa 
■ enoeenc* -a Ejtcailxr 

ViiJiK: KH 

VcHed ,« 

VHMTTI 

War haod „„,_,_. 

Wttti Dft* (1 Msgj .... 
Widwnede ........ 

Who Cwnmandar |l 

Wind 


£1696 £1696 
FlA £1999 
£17.96 £17.96 
£2858 £28.98 
11698 £1599 
£7.99 £7.99 
£19:96 £16.98 
£14.98 £1499 
£19.96 £19.98 
£15.99 £1599 

WrtCMd £1698 £16.99 

WoHpfl* ...... £15.99 £13.98 

Wcriderlarid £.13.30 £13.99 

WC#W .Barws Cfltiel FL'A £16.99 

W.W.F £15,99 £1558 

2i«r*i £1658 £1699 


HrXLTH0OOCOLLECT1G*l only £l6Jfl 
otntn flfr Mgwfl 


gra*c stand orty d 75* 

Qaui Sidm Soxx. Ptj lmi T«w. 


4 WHEEL DRIVE only t2fljg 
Lobf taptl, Celci OT4 Rally. T*am 5ulm arm 


DOUBLE DOUBLE BU. 
MNM«hf£2LM 

Tv SpgrH. F»bH, LaVTB Of n* Pianfl £kj-„ 
T» Spa* tmtjfol. WHm 


PO^ERUP only £1959 
Atarwj Bhu, Kirew latand. X Oil. 
(TattHO, Tirfilnm 


Vtm GAMES on* £1458 

jljjarna, W Jurlm and CqnUei ^ Euflap* 


nrrwRifti P , oiNy£ilJl 

Doulu- frigqn | 


2 HOT2 MAMLEoreyilUI 
Godw Td» Rttal, Vtotm 
aaw OR Road Rapng 


POUTER PACK Oftfr 11458 


ACTION PACK Orty £1551 

Q^™: fH**, hw, Maya, On 5Hv, rnHaWi" 
Pal mna, Stiarmirt M4, Kfaviap^ Ttnpv, 

Cdnaa 


akllamo, sea vtt mm 

FA11 Nvcaricr, HB MbmM Sub, N^r $00 
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one 

REVIEW 


For those who go weak at the knees at the sight of a nasty bit of 
chaffing on their finger. Millennium offers a clean and civilised 
alternative to intergalactic war. 


EMPIRE 

MILLENNIUM 
PRICE 

£29.99 

OUT 

NOW 


GRAPHICS 


SOUND 




IT'S 2200 AD and the universe 
has finally come to its senses. 
Humanoid battle h extinct; no 
more blood, no more gore, no 
more guts. Of course, being 
humanoid, the combined galactic 
nations haven't quite got around 
to outlawing interplanetary 
warfare altogether. These days, 
it's just cheaper and more 
efficient to use cyborgs instead. 

The focus of military activity this 
year is the neutral planetary body 
called Orion. No less than five 
separate empires (one of them 
yours) are out to claim the 
territory. The result is a mad 
intergalactic scramble for 
supremacy En which you and up 
to four friends compete in a 
desperate battle for power, 
planetary control and cybernetic 
superiority. In theory it's a free- 
for-all; in practice it's a highly 
structured war simulation based 
on each of the participants taking 
turns to make their moves. The 
balance of strategy and cyborg 
action is user-definable; it takes 
just a click of the mouse button 
to determine exactly how much 
you participate in the battle 
sequences yourself. 





EMPIRE 




efore the action 
starts, the intra 
sequence gives a 
grim description 
of the hardware 
at your disposal, 
There are nine 
death-dealers to 
choose from, 
each with 
different 
pabilities, 
r and 
weapon 
capacities 
Certain types of 
cyborg are more 
suited to specific 
terrains, since a 
great deal 
depends on their 
manoeuvrability. 


FROM THE control 
centre a window 
onto the planet is 
opened and 
decisions are made 
on the future of the 
campaign. At the 
end of the turn the 
window closes? if 
you're not taking a 
direct rale in 
tornbat, battle 
noises indicate that 
a cyborg 
confrontation is 
going on. 



THERE ARE THREE main battle options. Battle Practice is a straight fight for 
supremacy ill an arcade environment. In a Strategy Campaign you just give the orders: 
the direct confrontation between cyborg troops takes place automatically and you're 
informed of the result, In a Complete Campaign you have two choicest having first 
directed the objectives of individual forces by specifying priority targets, you either 
take central of the confrontation yourself or sit back and wait for a battle report. 

IN COMBAT the 
screen divides into 
two. one side for 
each of the 
participating 
forces. The control 
cyborg (selected by 
you) comes under 
your command; the 
rest ate directed by 
the computer 
according to the 
attack strategy 
you've picked. 
Short and long- 
range radar show 
the position of both 
sides, while heat 
and armour meters 
indicate how much 
damage the control 
cyborg is suffering. 


WHEN THE CAMPAIGN' 
WINDOW opens, Orion is 
revealed in all its glory. The 
planet surface spans all five 
terrains and is divided into a 
series of countries, some 
containing cities, others 
relatively uninhabited. You 
Start off controlling one 
country and need to use your 
finances to conquer as much 
of the ad[oining territory as 
possible. 




FRtiE I til 
LDinPHD 
LHHJK 
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I* THI5 5CEWFF|in EACH PLH'i LF L F1 M 

PETERHIHE UHO IS THE EE5T CVBIFRIETIC 

HflRRIDR TUD SIDES UII . FIGHT Ttt THE 
[>ERTH JtHV TEBRRIH CflM EE SELECTED . 
t m i PLBVcRI 





nmi 


M THIS SEEKRIQ R CVEDfNCTIC HRflRIDR 
ttUST SUEUrtJE H5 I DUG US PDS5LELE RCHIU5T 
9 SUPEfilDR EKEHY. 
1 PLftVfR DJL'i', 

CYBORHETIC LEGE MD5 
EEAERSL CVEORC TDMRDE LEVEL 
»HTI TITRN USD 5 

^R"EM ECHEItDTH „„ 90 2 

flRUPH HERCULES.... h3?Q 1 

SEFifcEfiLER hTMULCS.... 11HU 5 

fiEEIEHEEF CRD55GDLT .. SID 3 

ErtiEfiUDE MRS 18BD & 

THE KXDCr [iFlRGflH BtO H 

MUM E7CLDP5 510 3 

EERiEfiEDf. tlEflCURV 9D S 



K ■ 


.5PECIFICRTI 
RRftOUft : 
SPEED 1 

CODLING PRCTDP 
NDST EPPECTILJE 





NOft&ER : 


- 

RPtNGF. 
! IfOPFrGT DFrftftGE ■ 
IfOPRCT HEftT : 




BEFORE YOU START churning ouc metal monsters, you'll have to build a factory, 
although you vtum't bi j able to afford the more expensive ones until you've Secured 
enough capital. Although the average metal warrior has a life span of 4 r 000 years, severe 
stress can shorten it considerably: repairs between battles are a gDDd idea. 
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THE EMPIKF. statistics screen keeps tabs On your overall 
strengths and gives information on your capitals, occupied 
Countries and so on, It also gives details on the cyborgs 
involved in the campaign and their individual strengths. 



BATTLE PRACTICE turns 
novice commanders, into 
seasoned generals. There are 
twq training alternatives. 
Survivor is a straight onc-on- 
one endurance contest in 
Which your cyborg is pitted 
against a series of ever-tougher 
opponents: stay alive and you 
qualify for a place En the Hall 
Of Cybernetic Legends. 
Showdown is more complex: 
two farces fight ir out for 
death or glory and the choicL' 
of cyborgs is up to you. 


IF YOU CHOOSE the battle option, 
a large chunk of Steel Empire 
involves joystick-controlled cyborg 
confrontation, but if it's an arcade 
blaster you're after, this really 
bn't much cop. The game's 
strength is the depth of its 
strategy element: building up 
territory, creating cyborgs, 
controlling key settlements and 
selecting exactly the right moment 
to attack. In terms of content and 
long-term reward, there is some 
similarity with Sim City, Realms and 
Utopia (it's certainly just as easy to get the 
hang of), but the traditional style of 
presentation is 
more likely to 
appeal to the 

serious minded game 

has special 



A sinister 
strategy 


war gamer than 
the mainstream 
joystick juggler. 
The action focuses appeal TOT 

on protracted tllOSe With a 
planning rather 

than instant wargami ng 

reward, and the t)f~»trf 
graphics, although 

clear and user-friendly, are functional 
rather than pretty. The sound is the 
exception. Although it's kept to a 
minimum in-game, a dark rntro tune, 
battle noises between turns and a very 
smooth female voice which advises on 
tactics, create a cyberpunk feel. In the end, 
though. Steel Empire's biggest advantage 
is its multi-player facility: playing the 
computer is just no substitute for 
hammering your mates into the ground. 


Kati Harnza 
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LARRY 5 

SIERRA 
1 MEG REQUIRED 
2 DRIVES 

PRICE 


OUT 

NOW 

GRAPHICS 


SOUND 




DURABILITY 


PLAY ABILITY 


OVERALL 


50°/. 
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The ultimate lounge lizard is back. Al Lowe's sleazier 'other half once 
again takes us into the world of the dirty mac brigade in a search for 
the ultimate babe. 


POOR OLD LARRY LAFFER 
hasn't been having the best of 
times recently. He's currently 
employed as chief video tape cleanser 
at the mighty PPC (Pom Productions 
Corporation), home of America's latest 
television craze -America's Sexiest 
Home Videos, a sort of You've Been 
Framed hosted by Bernard Manning 
and James Whale. Larry hasn't always 
been in such a dead-end job. Last he 
remembers, he was a successful 
computer games designer, living in 
Hawaii with his long-time girlfriend 
Passionate Patti. The trouble is r that's 
the last he can remember. 

Everything from the end of Leisure 
Suit Larry 3 to the present day has 
gone from his memory. The hapless 
soul just can't remember what could 
have happened in Leisure Suit Larry 4 
to land him in such a position Still, his 
luck's about to change... 



JUJ-. 



LARRY'S BOSS, the fearsome Mr. Scrucmail. has just had a brainstormer of an 
idea {at least that's what his Yes men think). In order to find a hostess who's, 
sleazy enough to present his new game show -America's Sexiest Home Videos - 
PPC meeds to find a total loser to audition the girls, wkh the view that if she'll go 
for him, she'll go for anyone. Guess who's just walked in to pour the coffecS 



j 


Ml 



MEANWHILE, in a bar on the other side of the States, Passionate 
Patta k eking out a living as a nightclub singer, working in one 
cheap joint after another. After being fired from her latest place of 
employment, however, she's approached by a shadowy figure 
waiting by the back door. 


IT SEEMS that the f'BI are anxious to get an agent into key 
positions in the world of entertainment so that they can glean 
information on all the nefarious goingsHjn, Thanks to her, ahem, 
particular talents, Patti is the perfect choice to do a little... 
undercover work, 




LARRY'S WORKSHOP is the kind of place that you'd expect to get thrown into when HAVING ARMED his camera and picked up the in formal ion on 
fired, from a job, not somewhere you would actually work. Garbage lie* everywhere, but the girls. Larry heads for the airport. Here his problems begin: 
concealed within are the necessary bits and bobs for cleaning and erasing tapes. he's no idea how to get a ticket, pay for one or board a plane. 
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ANOTHER INTERESTED PARTY m the TV show is the local Mafia. Having recently 
Ventured into the lucrative porn market, the mob feds that if it can infiltrate the shew 
and get it harmed, interest in the Xnrated video market would soar and they would 
make a nice fat profit . 

WITH THE STAGE 
all set and the 
characters 
prepared, the Story 
Starts to unfold. 
Throughout the 
game you control 
either Larry or Patti 
(switching roles at 
relevant stage; of 
the game) as you 
attempt to solve 
each of their 
particular problems. 
Larry's first task is 
to End some blank 
tapes far his 
camera. 




Damaging 
hardware 
problems 
hiding a 
non-too 
impressive 
game 


PAlfl CAN look after herself. Her mission is to infiltrate the music hi* and get close to 
a big-shot producer at a local studio, so to make sure things go smoothly, she's kitted 
out with the latest in hi-tec thingumy doodahs from the FBI's research lab 


A GREAT MAN once said that the 
secret of comedy is in the timing (I 
think it was Paul Shane in 
Hi-De-Hi}. With the constant disk 
accessing that takes place in 
Leisure Suit Larry 5, the whole 
concept of timing is thrown out of 
the window. It's just too slow to 
make the grade as a decent 
playable game. Even the smallest 
of actions, be it accessing the 
control panel or just walking 
around the screen, causes the disk 
drive to start whirring and the "Insert Disk 
X J instruction to be printed. The Larry 
series has always relied heavily on its 
laughs to sell the product but l J m not 
even sure that the saga is funny any 
more. The whole idea is very much a 
one-joke affair and 
□nee Larry's been 
dumped on by one 
sexy lady, he's 
pretty much been 
dumped on by them 
all. The humour isn't 
what you'd class as 
lavatorial, it's more 
p re-pubescent than 
that. Schoolboy 
humour at it's worst, 
sniggering at every double-entendre that 
pops up (pops up! Geddit? Eh, eh? - You 
see? Even the world of Viz's Frnbar 
Saunders becomes tiring after a while) 
and seeing everything in the world from a 
sexually inadequate viewpoint. Even 
Sierra's new look doesn't save things. The 
graphics, while radically different from 
anything the series has attempted before, 
unfortunately come across as very basic in 
places. The deliberate jokey, cartoon style 
just doesn't work as well as it does in, for 
example, Willy Beamish, and the music is, 
to be frank, abysmal. It's hard to believe 
that a company that's supposedly as 
professional as Sierra can produce a game 
that looks and plays so unprofessional I y, 
but when you consider its track record on 
the Amiga, it hardly comes as much of a 
surprise. Those of you with hard drives 
are at an advantage. When you play it 
with the correct equipment, Larry 5 is 
quite enjoyable. The puzzles are well 
worked, the story is well thought out and 
you'fl probably be able to draw a fair deal 
of pleasure out of it. But at this price, 
owners of the bog-standard Amiga would 
be advised to steer clear of what is more a 
technical failure than a bad game design. 


Paul Presley 
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When I were a lad you could gel a lull-price computer game, a night out at 
t'pictures with yer lass and still 'ave enough change out of a tenner to get 
home on t'bus. Well Gramps, you still can thanks to this little lot. 


MONTY PYTHON'S 


FLYING CIRCUS 



:ingly om 

trth Stealil 


1ST GREAT 

nth Buy( 


PRETTY GREAT 

(Worth I 
forrowini 


IEARLY GREA1 
(Worth a small 

peek) 


WHERE NEj 

great! 

(Worthless) 


16 Blitz Tronix £9.99 

LF EVER THERE WAS A 
LICENCE that was guaranteed to 
have people saying, ''How on 
Earth are they going to make a 
game out of that£* it's Monty 
Python. But make a game they did 
and what a nice little number it is 
too. 

The game sees you guiding Mr. D. P. Gumby 
(remember £ The guys with knotted 
handkerchiefs on their heads that shouted a 
lot) around various Gilliam inspired wodds, 
searching for the missing pieces of his brain. 
Along the way you have to contend with The 
Killer Cars, the dreaded Keep Left signs, Spiny 



i 






Norman, confused cats, ministers from the 
Ministry OF Silly Walks and the Spanish 
Inquisition (ooh. I didn't expect etc. etc). 
Fortunately, Mr. Gumby is armed with an 
: scidock (called Eric) and the ability to (on 
some stages} turn into a fish 'imself, 

The whole concept of Monty Python is very 
bizarre and the game reflects this, 
implementing all of the Python trademarks 
perfectly (Spam bonuses, the Spanish 
Inquisition throwing soft 
cushions at you t the Cheese- 
lok copy protection). It's still 
a very playable platform 
game and is guaranteed to 
keep you chuckling into t he 
small wee hours. 



SAINT DRAGON 


Kixx £7.99 

ONCE AGAIN THE GALAXY is being 
conquered by an evil force of monster 
machines and the only chance of defeating 
them lies with a race of giant dragons. But, as 
always seems to be the case in these mass- 
weapon extravaganzas, they're on a planet far, 
far away and can't be contacted. The galactic 
populace ponders for months as the machines 
gradually ruin world after world, laying waste 
to the beautiful flower-covered landscapes and 
architectural delight s f and is on the verge of 
giving up when one day a lone fighter stands 
up and vows to fight back. 

Saint Dragon (81%, Issue 25) is a coin-op 
conversion, and a competent one at that. You 
take control of a coiled dragon with an 
attitude. Blast your way through the five 
landscapes full of malevolent aliens. To help 
protect yourself you can coil your tail around 
your vulnerable head, the only drawback 
being that you can't move while doing so. 

The colourful graphics are a dead-ringer for 
the coin-op, and the scrolling landscapes give a 
great sense of depth. The enemies, however, 


are your bog-standard mutated aliens that 
come flying onto the screen, spit lasers at you 
and fly back off again. Luckily you can pick up 
plenty of bonuses and power-ups to arm 
yourself with, including such 
weapons as plasma bolts and 
extra lives. 

All in all. Saint Dragon is a m 
pretty good shoot "'em up, 
and definitely worth getting 
at this price. 



74 


THE OMI MAKCH 1992 


IVAN 'IRONMAN' STEWART'S 

SUPER OFF ROAD €/# 


16 Blitz Tronix £9.99 

WAN IRONMAN' STEWARTS SUPER OFF ROAD (B7%, 
'ssue 2'l) is basically j jazzed- up version of the old coin-op 
classic. Super Sprint; the main difference being that Super 
OFF Road's view is at an angle, as opposed to Super Sprint's 
strict birds-eye view (and of course. Super Sprint had you 
driving in Formula One cars instead of dirt 
buggies). 

This being a Leland coin-op conversion,, 
Super Off Road wiil obviously be judged 
according to its similarities to the 
original, In that respect, it does serve the 
com op nicely, the graphics, although for 
obvious reasons smaller, are well defined. 



while the sound is virtually the same as its big brother's. 

The idea is to come first and receive a giant trophy 
(simple enough), To help you do so you're equipped with 
nitro boosters that enable you to shoot around the track at 
neck-breaking speeds (you've got a limited supply, so don't 
waste them) and can pick up money bonuses to help you 
out between each event. At the end of each race you enter 
the shop, and depending on how much money you 
collected during the race r you can buy extra equipment like 
a super new engine. 

Super Off-Road certainly provides good entertainment 
for a while, but as with practically every Super Sprint 
variant, it doesn't have the appeal to warrant any lasting 
interest. 


MANCHESTER UNITED 


GBH £7.99 

HOORAY (AHEM)! THOSE WONDERFUL 
GUYS at Krisalis have given you the chance to 
battle your way through the footballing 
leagues - or against a friend - by controlling 
that wonderful (choke!) team, Manchester 
United (look, if you really want to take control 

of the worst 
football team 
in the league, 
then that's 
your 
problem. 
Okay, 

Manchester 
United aren't 
all that bad j 
but Everton 
would be a 



OTHER 



much better license to go for, 
don't you thinks). 

The in-game perspective has the 
side-slightly-raised view and allows you 
to see virtually the whole pitch. News and 
management reports with headlines such as 
'Manchester United bought for £20 million' are 
also included to give you an update on how 
well (or badly) your team is doing. 

Football games in general don't need flash 
graphics (take Kick Off 2 for example), but 
Krisalis obviously thinks differently and has 
gone for polished graphics - including nicely 
animated players and a jeering crowd. 
Unfortunately, it can't hide the rather poor 
game play and to be honest, you'd be better off 
waiting for Player Manager to arrive if you 
want a really decent manager-cum-footie 
game. 



EAM SUZUKI 


GBH £7.99 

GRAND PRIX MOTORCYCLING 
MUST be one of the most exciting and 
exhilarating of sports. Imagine the feeling 
you J d get racing around a tight bend at 120 
mph, the thrills of spinning off into the 
barriers as you clip the back of an opposing 
racer and the joys you'd get after many 
months of intensive surgery. Now you can 

experience 
these delights 
{except for the 
hospital bits) 
with GBH's 
budget release 
of Team Suzuki 
(91%, Issue 30). 

Gremlin, the 
original 
programming 


TEAM SUZUKI 



team, went for the realism of the sport, rather 
than the standard top-view or race-around- 
the-oval-track type of game. The technical 
achievements are amazing, with 3D vectors 
used to portray everything from trees to 
people. 

If you're worried about speed, then don't be. 
Although most vector games slow down, this 
one doesn't: it's as fast as a dog in a cat- 
chasing competition when riding on 
a skateboard. The one problem that 
you'll find with Team Suzuki is that 
it can be too difficult to control, 
especially when it comes to using 
the mouse. But it ail comes with 
practice, and I'm sure you'll have fun 
learning. 

Although hard to get to grips with 
initially f this is simply one of the 
best motorbike racing games to date. 


BSS JANE 
SEYMOUR 

£9.99 
(GBH) 


DIZZY'S 

EXCELLENT 

ADVENTURES 

£24.99 

(Code Masters) 

DEFLEKTOR 

£7.99 
{GBH} 

HOVER 
SPRINT 

£7.99 
(Code Masters) 

ITALIA '90 

£9.99 

(16 Blitz Tronix) 


PROJECT 
STEALTH 

£7.99 
(Kixx) 
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This tin ii 1 1 }i . John Cook goes in search of the Holy Grail, builds his own Starfish tor, 
drives J ike a manias, then survives a kirk in the Gauls, only 10 get married to a 
pinball machine. 



Asterix - Konatni 


ARCADES 

Nl W ARCADF SOFTW ARE has been a bit thin on the ground this 
month- most companies are keeping their new titles under 
wraps until the ATEl, the main trade show Tor the arcade business. 
And all the signs are that there are a few gems in store at the show, 
which we'll tell you about next month, 

Rediffusion - which is perhaps better known for its multi-million 
pound simulators for training pilots - is launching a two-player, 
fully-interactive enclosed motion-base simulator: and W Industries 
will be showing a new networked DGD sytle pixie bash that has up 
to four players at once down a custom-designer! dungeon, hacking 
away at the Forces of Evil. All this and more, but that's all next 
month, I hear you say, What about now? 


Bride of Pinbot - Williams 


P /ABO 7" WAS a cult Williams machine several years ago — and 
he made another guest appearance in Taxi since then. Now 
he's getting married to a Meial Maid Marian — only you have to 
construct her first, 

Initially f wrote this off as a one-shot game — right flipper to left 
ramp - but have since discovered ihat although it's unforgiving in 
the extreme, it's still a pretty good gaine iF you can get into it. 


KONAMI IS OBVIOUSLY into cartoons. Anyone remember Teenage 
Mutant Ninja Turtles? And what about The Simpsons? Having 
said that r everyone's into cartoons right now, from Sega with 
SpiderMan to Data East with Captain America. At least Asterix has 
the virtue of not being American. 
Asterix the Gaul is r of course, a classic in the cartoon world, ft 
i was written by a couple of French guys and based around the 
m rmiu-s oi a small village of Gauls way back in the time ol the 
Roman Empire. These Gauls are extra hard: the local druid makes a 
certain Magic Potion that really gets the tribesmen going. This strip 
has already given rise to a number of films as welt as the countless 
books of adventures, and It's not an easy subject for a game, as so 
many have found In the pa si on home format. 

As a one or two-player game, wiih the option of playing either 
Asterix or his rotund friend Obeli x, there are sortie neat control 
systems which are varied for each character. With great sound and 
astonishing animation, this really isn'i half bad. 

So the good news is that Konami has done better than might have 
been expected in transferring both the graphic style and the off- 
the-wall humour of the original. The bad news: if you don't like 
Asterix you're really going to hate this garrtel 



Knights of the Round - Capcom 


IN DAYS OF OLD when knights were bold, no-one would have 
dared to tamper wiih Qlde English Legends. But nowadays, 
anything goes! So the quest for the Holy Grail has now been 
converted into a three player vid, with you the player given the 
choice of being Arthur (long Sword, well balanced in Power and 
Speed), Lancelot (Scimitar, bit or a wimp and fast on his feet) and 
finally Perceval (Axe, built like Arnie). 

Lip to three players wade their way through horizontally scrolling 
scenery parked with jill sorls of hut] tjuys, in siwch of lh<: Grail. 

Controls are simple enough, with an 8-way joystick and two fire 
buttons. There are two basic moves: fire with the joystick to the 
right to lunge and to the left to parry. Take a hit and your power 
meter at the top of the screen goes down. You get extra power by 
slashing at a bit of scenery which then disappears to reveal 
goodies: food or dosh. The opposition, Swordsmen Barbarians. 
Massive Guys on Horseback, have their own separate power meters 
at the bottom of the screen - and you'll find them pretty tough 




ft * 


Fi Exhaust Note - Sega 


AGAIN SEGA PROVES that it has the engineering skills to blow 
away every other company in the business. Fi Exhaust Note 
contains some super smooth, super fast, super colourful scenery 
flying past as you drive your Hi Car, rather like you did in Super 
Monaco Grand Prfx. Even down to the screen display, 

This is good two-player fun. but for real multi-player freakout. 
Final Lap U has yet to be beaten. 
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FOUR GREAT GAMES 

and all this Maths revision... 

Times Tables 
Addition 
Subtraction 
Multiplication 
Division 

Fractions 
Decimals 

Using calculators 

Shape & Space 

Money problems 

Measurements 

Number patterns 

AMIGA MATHS ADVENTURE 

For ages 6 - 1 4 Price £25.99 inc. VAT 

Now available from your dealer or direct from Kosmos. 

Write or telephone for a FREE 20-page brochure of our 
Educational and Leisure software (Please state computer type) 

Kosmos Software Ltd, FREEPOST (no stamp needed) 

DUNSTABLE, Beds. LU5 6BR 
Telephone 0525 873942 or 875406 


nit 
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DEMOS 


If you want the Bad and the Ugly you're going to be 
disappointed: there's only the Good in this month's Demos 
pages. 




RSI's demo maker is not for the 
uninitiated. 

AFTER LAST MONTH'S SORRY SHOWING, this 
month has been unusually fruitful for games 
and demos OK, there have been plenty of 
dot-spheres, bouncing balls and endless 
lines of boring scrolling text, but we've also 
received a Superb five-disk deep space epic, 
a PD version of the classic puzzle game, 
Columns, a version of Asteroids that s as 
close to the Original as you're likely to get 
(niter ye not - it's addictive stuff for 
nostalgia fans) r and a kids painting 
program, If thafs not enough, there's also a 
sophisticated demo maker so that you can 
stop watching everyone else's and do it 
yourself. 

PICK OF THE MONTH 
ODYSSEY 

This five-disk offering from Alcatraz is one 
of the most graphically impressive demos 



IF YOU DOAfT recognise this game, you 
bly don't know about tank tops. 


^and^urtlHiaircats either 


that we've seen Ln a long time. It's got just 
about everything that a programmer would 
want to show off: fractal flying sequences 
over planet surfaces, animated space 
battles, suporfast polygon space craft, 
digitised explosions, a huge variety of 
background tunes, some firsi-rate special 
effects, and excellent still graphics 
throughout. 

The story , which takes half an hour to run 
from start to finish, is set In System Century 
V. Tot crnturies people were allowed to visit 
planets and roam the galaxy freely, but in 
2073 a race known as the Krylliofl wandered 
in from some obscure corner of the universe 
and began a rule of oppression, The chief, 
character in the tale, named Zork, has un 
now been idling away in the Galaxy of 
Proton. The Supremo. Council has put a stcfl 
to all that by giving him a mission to destrH 
the enemy base. What happens next takes I 
up four and a half disks, 

The only minor disappointment Is the 
writing itself: the text is about as exciting al 
watching Cambridge United hoof the ball 
upfield, and on top of that its pretty badly I 
written. Take this, for example: "He 
provides you with all the information you 
need - here they are. " If you can ignore thi 
kind of verbal contortion (and it's well 
worth making the effort), you're in for a re 
treat. 

PAINTING BY NUMBERS 

We don't normally feature utilities in the 
Demos pages, but they're worth covering If 
ftey're as good as this. KidsPaint is a 
Shareware program written by Paul Dodd, 
thich basically means that if you like what 
you see, he'd appreciate you sending him a 
fiver for the privilege of using it. 
I It's designed for children of all ages; and 
ithat includes anyone who hasn't got a clue 
[what a painting program is or how to use 
one. The range of colours is small (only 11), 
'and the drawing/painting utilities are 
limited to three brushes (palm, freehand, 
colour cycle), eight cursor types, a symmetry 


tool and a pattern Line, However, the big. 
friendly graphics, speech and simple-to-use 
controls make it ideal for kids: and, of 
course, for anyone who isn't sure whether 
they enjoy art packages and doesn't want to 
find out by shelling out over L70 for a 
professional program. 

PICK 'N r MIX II 

As you'd expect from the title, this is a mix 
of the very good and the astouneHingly 
rubbish. Surprisingly, one of the best is an 
arcade per fret version of Asieroids. You can 
play this in cheat mode (bonny,) or normal 
mode: ail you need to do is put your 

.on a shelf at chest height, stick 



THE ODYSSEY DEMO features five disks' 
worth of background graphics, ail of this 
quality. 



STAR WARS, courtesy of Alcatraz's Odyssey 
demo. 




KIOSPAfNT; it can't beatDPaim 4, but it wilt give children of all ages a good 
introduction to the world of Amiga art. 


MIDWmER-STYLE jD planet-hopping 
sequences are Just a smalt part of the 

Odyssey, 
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COLUMNS on die Amiga; fast and frantic at first, hut 
many hours of fun lie ahead.., 



ABOVE and bef&w: a selection from Fix Vt" mix's disk. 


some rubber button covers on 
the appropriate Amiga keys, gel 
and colour your hair into a 
fl unk p arakeet style, and you, 
too, could hi- rransporccd bark 
10 the late 1970s. 

Some of 1 1 ii- poorer offerings 
are tt COuplr <>r blurid music 

pieces,! brace of impressive 
demos^a not-very-good-at-all 
Rogue Trooper pic and some 
useful utilities. Continuing in 
nostalgia mode, there are also a 
couple o\ extra games, Retch A 
Sketch is Etch-x-Sketch for your 
computer (a bizarre idea, but 
it's a ^ood laugh): and 
RaUnPcde is virtually 
Cetuipcdes in space. The whole 
package is well worth a look: as 
Jon^ as y«u dort'i expect quality 
aTl round, you certainly won't 
be disappointed, 

DEMOS MEET THEIR 
fMAKER 

Just a brief mention for a 
couple of detent demo-related 
disks we've seen this month: 
Divine Inspiration's Music Disk 
2 features a veritable 
cornucopia of thumping tunes, 
and the otherwise good Turmoil 
music demo has some rather 
unusual, unoriginal dot- 
spheres, starfields and 
background pictures. 

Then there's the RSI demo 
maker — a utility not designed 
f or- the beginner which will 
please anyone who knows they 
want to do something creative 
but doesn't know how to put it 
all together in demo form. 
Everything from music, fonts, 
sprites, and balls to scrolling 
text can be included — 
instructions and help are 
available. 



GAMES 

Apart from the excellent Asteroids, there are 
only a couple of games worth mentioning 
this month. The first is Mega City's Amiga 
Columns , a cheap and cheerful version of 
the puzzle game classic. If you don i know 
what Columns is all about, it's basically a 
combination of iwo 01 her pw.lc games, 
Terns and Klax. Blocks of coloured patterns 
(any three from eight) fall down the screen 
and you have to line up the same colours 
horizontally, vertically or diagonally to 
eliminate them from the screen. If your pile 
of blocks reaches the top of the screen, it's 
game over. 

This is a reasonably good conversion, if a 
little difficult for beginners: you have to 
concentrate all the time, and blocks often 
disappear when you don't know what you're 
doing. However, stick with it and you're 
rewarded with a variety of tunes and that 
all-important high score. Addictive stuff. 

"The second game is Slipstreams Skate 
Tribe, from Software Expressions PD library. 
Considering it was put together using AMOS, 
it isn't at all bad- It s a scrolling roller 
skating game in which you have 10 skate, 
avoid obstacles, pickup objects and... e.r.,. 
ihat s about all there is to tt Colourful 
graphics and three difficulty levels could 
make it worth your while, but don't expect 
Skate or Die. 
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500+ PD 

If you own Commodore's Lm-si all-singing, 
all dancing Amiga, iln- s<"K you're 
probably aware lhal there's a problem 
loading some cd die older games, 
Unfortunately, the same is true for Public 
Domain software. Some PD libraries hack 
into their games and demos to make them 
compatible both with the 500- and older 
Amigas — but many don't. So the moral of 
this story is... ring up to check, before you 
send off your cash, that the PD stuff you 
want Is 500* compatible. 


WHERE TO GET THEM 


The games and demos mentioned 
above can be bought from the 
following libraries. Some supply 
disks considerably cheaper than 
uihers, so it's worth shopping 
around, 

17 BIT SOFTWARE: 

PO Box 07, Wakefield, WFi (XX. Tel: 
(0024) 366082. 


SOFTWARE EXPRESSIONS: 

Hebron House. Sion Road. 

Bed minster, Bristol, BS} }BD. Tel: 

(0272) 617634. Disks £.( each » 70P UK 

postage. 

VIRUS FREE PD: 
23 Elborough Road r Moredon. 
Swindon. Wiltshire, SN2 2LS. Tel: 
(0701) 512321 
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COMPETITION 


WIN! A BONANZA 
BUNDLE OF 



I T HAD TO HAPPEN looner or later. On their last little excursion into ihe 
I world of disorganised crime,. Mobo and Robo (or is il Robo and Mobo?| 
I left behind one loo many fingerprints and now the Fuzz are closing in. 
Thiogs might not have been so bod if it wasn't for the large bundle of ill-gotten 
gains sitting in th»e corner of their flat, If the boys in blue dap tbeir eyes on that 
little tot, they could clean up their missing items list for good. 

There is a way out far the boyi but the/ II hove to get rid of the 
'merchandise' iFlhey're to stand a chance. That's where you come in. Mobo 
and Robo have 1 0 stylish tube radios that '"just r appen lo hove fallen off ihe 
back of a lorry honest, John" 1 ihat they're just raring to gel rid of, Do 'em a 
favour, take them off their hands and give them a chance to steal them bade 
from you. 


All you have to do to get your mirhs on one or these radios, a copy ■ 
flojranza Bros and □ remarkably spiffy t- shirt (10 runners -up will receive a t~ 
shirt and a two-year suspended sentence in Parkhurst} is to complete the 
Following statement in the most plausible fashion. Points will be awarded for 
originality and beJievabilily. To help you out, we've given you a list oF helpful 
words thot □•"c guaranteed to get you off scot-free. 

There's no limit to the length or content of your entry. Diagrams, illustrations 
and use of colour may help to sway our decision but we're not promising 
anything. Send your answers with your name, address, telephone number and t- 
shirt size to; Ifs A Fair Cop Guv r You've Got He Bang To Rights Competition, 
Tine One r Priory Court, 30-32 Forringdon Lqne r London EC1R 3AU. Entries 
most be in by Morch 2&th r 1992 


r 
i 


"I'm innocent officer, 'onest. I couldn 
*ave done it because. 


i 
i 


'^1 

i 


RIMS 


1 . Enlrifci &rf^r>3 after March £3tri v>ll be ocloed up in solitary for □ wxjple of years to reodn tfwnt o lesson. 
2. Eir^Joyses cf WAP Irrorjes of U£ Gdd are (orboden from entering Anyor* broking thi?, unwritten law (unwritten apa-t from hst« al 
coural would be advised rot to fray c# their mancf in the feresttobls future. 
3 The editor 1 ; decision « Frml en gll mjtttn and na qm-eiporderiie will be entered irto (no, I've no idea what h means e "ner; 
A, Yqk.' hrj^! rfe right to rmiain lileiir^bul ydL -^ori'l itand moth chance cf winning if ya> do|. 
1 Anything ytw vy t k tray m uted in evidence agairsl yoj in a court of law. 
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I 
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HELPFUL 
WORDS AND 
PHRASES FOR 
THE MODERN 
DAY CRIMINAL 

Shooters (Guns) 
Tom (Jewellery) 
Sparklers (Diamonds) 
Motors (Vehicles) 
Blag [Burglary /Robbery) 
Lag {Ex-Convict) 
Filth, Rozzer, Fuzz, Old 
Bill {Police Officers) 
Reagan (John Thaw) 
Carter {Dennis Waterman) 

Society's to blame 

I ain't saying nuffink till 

my lawyer gets 'ere 

I'd like 23 other offences 

to bo taken into 

consideration 
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cu 


You don't have to be Einstein to get 
the most out of your Amiga with... 


CU Amiga offers you 
easy access to all the 
possibilities that your 
Amiga holds. Packed 
with a breadth of 
coverage beyond 
games, CU Amiga 
delivers - 

The ultimate 
peripheral coverage . 
Extensive, clear 
guidelines on 
what's available, how 
you can use it and 
what's best to buy 

•Unsurpassed 
hardware coverage. 
CU Amiga was the 
first magazine to 
regularly feature 
CDTV. 

The best buyers guide. 
At least 33 pages 
packed each month 
with all the informa- 
tion about what's best 

60 non entertainment 
products put under 
the microscope each 
month 

100+ games reviewed 
every month. 


Beyond games with... 



CU 


AMIGA 




Presenting the definitive guide to the definitive platform gome. 
The guys and gais at Millennium take you through the first few 
levels of everyone's favourite fish-based ga me* * 


1 


L- - ■ 

GUIDE 


JA 


EACH OF THE LEVELS are split 
info a number of worlds and 
below are guides to each world. 
One point to note is tfvat after 
completing certain levels, bonuses 
will appear on the main tower 
screen. The positions of these 
bonuses are described at the start 
of eoch level, 

THE SPORTS LEVEL 

After- level bonuses can be found 
on the low roof,, one screen to the 
left of the Sports door. 

World One 
Theme: Soccer 
Exits: World 2 

This world introduces the player 
to ihe idea of progressing left to 
right,, jumping over pits, 
roof-hanging over pits, collecting 
bonuses, bopping enemies, 
moving platforms and bonus and 
enemy 'h^od-banging' blocks, 
The main point* is showing that all 
of the penguins must" be collected 
to activate the exit pole, 

To the left of the start is a 
battery and a quick exit from the 
whole level, From the last enemy 
head-block in the right hand end 
of this wodd, if s possible to jump 
into the edge of the roof above 
the exit pofe where there are two 
extra lives. 

woHda 

Theme: Tennis/Cricket 
Exits: World 3 

More of the same. Near the exit" 
pole there's a penguin which 
can't be reached until the 
head-block to the right of the exit 
Is hit and me wings collected, 
enabling Robococl to fly. 

Walk left from the start onto the 
top tennis ball and jump. There 
are two extra lives hidden in the 
roof. About four screens from the 
right hand end of this world there 
are some bonuses in a small 
room at the top of the screen 
which cannot be reached. Just to 
the right of ihem is a plunaer 
which, if jumped on, will drop the 
platform below the bonuses. 

World 3 

Theme: Balls/Boxing/WeEghls 
Exits: Bonus World and Tower 




Screen 

A penguin can be seen in the 
room above that cannot be 
reached. The correct way to get in 
there is to travel to the top room at 
the right hand end of this world 
and knock an aeroplane out of 
the head-block. In the room 
above is an extra exit which takes 
you to the Bonus World. It is also 
possible to reach the top room by 
bouncing on the bird in the room 
next door. 

To the left of the exit pole 
immediately above the starting 
point is an extra life hidden 
behind the leftmost" boxing glove. 
In the wall immediately to the left 
of the two penguins are two 
batteries - you will need to jump 
to get these. 

THE FLUFFY TOYS 
LEVEL 

After- level bonuses con be found 
on the low roof, one screen to the 
left of the Sports door. 

World 1 

Theme: Teddy Bears, 
Exits: World 2 

Travel up and left on the moving 
platform for bonuses. Go right 
torn the exit pole for extra 
tonuses. 

World 2 

Theme: Teddy Bears 
Exits: Sonus World and World 3 

Above your storting position are a 
pair of wings. To get them, enter 
the second room along in the 
roof Travel left as far as possible 
then jump on the bird to go left 
further. Once you have the wings, 
there is a bonus exit at the top 
right of this room and more 
bonuses if you Fly through the wall 
under the exit pole. Down that 
way are also some batteries 
behind a solid wall. Travel to the 
top of the wall where you'll be 
able to pass through it. 

World 3 

Theme; Bricks And Straw 
Exits: Tower Screen 

There are no hidden bonuses in 
this world. 

Bonus World 
Exits: WoHd 3 

Jump up and right to get through 


J 
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the poles. Jump into the cannon. 
After you hove been fired out, 
push up to get extra height then 
left to land on the higher platform. 
Collect bonuses and get in the 
second cannon fo make the exit 
pole, if you want extra bonuses, 
jump around the roof above the 
exit pole and through a hidden 
hole in the upright, Jump over the 
exit pole to reach a hidden extra 
life. 

THE SWEETS LEVEL 

After-level bonuses can be found 
at the extreme bottom left corner. 
There are two statuettes between 
rhe bonuses. Jump on them for 
lots more. Stay on the statuettes 
until they stop, then jump higher 
to see a brolly. Collect it, followed 
by lots of coins,, on the way down. 

World One 
Theme: Cakes 

Exits: World Two and Bonus 
World One 

Travel along the floor for the easy 
route. Towards the end of this 
world, many bonuses can be seen 
on the plates above. These ore to 
tempt you into taking on the birds, 
another exit can also be seen 
above the normal exit. The 
observant player will have noticed 
the wings, hidden- amongst the 
many bonuses on the plates, so 
take on the birds {there is an extra 
battery up there anyway) and 
head for the Bonus World One 
exit, The normal exit takes you to 
Wodd Two. 

BON! 

Exits: World Two 

Wodd Two 
Theme: king 

Exits: Bonus Wodd Two and 
World Three 

There is a secret room above the 
first Bertie Bassett encountered. 
Jump onto the vat of icing to drop 
into it. When you return youll be 
bock in (he vat. There ts another 
secret room in the roof just to the 
right of the vat of icing. It's similar 
to the first one, but the chocolate 
border is unwrapped, so vou can 
walk straight through it. This way 
leads to the exit pole. Other 
routes are dead ends, but are 



worth exploring for an extra life 
and many bonuses. 

BONUS WORLD TWO 
Exits: Wodd Two 

World Three 
Theme: Aero Cheese 
Exits: World Four 

A hidden room can be seen from 
the first moving platform which is 
already moving before you step 
on it. In this small room k o 
Penguin bar which can be jumped 
into for an invulnerability bonus. 
The first exit pofe - at the bottom 
right of the wodd - is a dummy, it 
will return you to the start of this 
world over and over again. 
Above the exit pole is an arrow 
pointing upwards. Jump up, 
above the arrow, to land on an 
invisible elevator. The elevator will 
take you up to a new cavern - this 
is the way out. Before you enter it, 
jump up again where another 
invisible elevator will take you up 
to a hidden room (and an extra 
life]. 

World Four 

Theme: Cakes/Ice Cream /king 
Exits: Wodd Five 

Very difficult. There are a pair of 
wings hidden in the right hand 
edge of the right hand cab at the 
bottom of the wodd. 

World Five 
Theme: Chocolate 
Ms: Wodd Six 

AJI exits restart this section. The 
clever player will notice a hole in 
the floor and drop into ft to enter 
the next worid. 

World Six 

Theme: Boiled Sweets 

Exits: Tower Screen 

This world is really easy and 
obvious, It's Y-fiipped (upside 
down) which makes it novel and 
just a little harder. There are four 
batteries on the top | bottom?) 
sweet. 


That's all for now. 
Next month we'll 

bring you a 
four-page special 

containing the 
guides for Hie rest 
of the levels, plus 

hints on how to 
deal with those end 
of level guardians. 
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TO THE ONE FOR AMIGA 


If you have enjoyed reading this 
issue of The One For Amiga 
Games, you are bound to be 
interested in our brilliant new 
subscriptions offer! 
For only £29,95 (if you live in 
the UK) we'll deliver 12 issues of 
The One For Amiga Games 
direct to your door! So there's no 
chance of missing out on any of 
the red-hot reviews, exclusive 
previews and Work In Progress 
features which keep you on top 
of all that's new and exciting in 
the Amiga scene. 

A subscription to The One For 
Amiga Games will ensure 


you get all the very latest hints, 
tips and pokes - helping you to 
be the top gamer in your 
street I Plus, you'll get every 
mega The One For Amiga 
Games cover disk, which is 
guaranteed to be jam-packed 
with the very best exclusive 
playable demos! 
Not only that, we'll also give 
you a SMASH HIT GAME 
from our maids at GREMUN 
GRAPHI C S c ompletely 
FREE! - no strings attached! 
The choice is yours: , 

(Please remember you can 
only choose 1 game) 




► switchblade II 

A SMASH arcade adventure 
with loads of platform and beat 
'em up fun. Help Hiro, the last 
of the Bfadeknights defeat the 
evil Havoc. Received a mega 
90% from The One. 


- T EAM SUZUKI ffi 



► TEAM SUZUKI 

Live the sensation of a full 
Grand Prix season raced over 
16 circuits on a SOOcc Team 
Suzuki motorbike in this 
amazing arcade sim. 



PLUS 

•-St?** 


$ Ether, 


► b.S.S. JANE SEYMOUR 

Explore 20 vast biological 
survey ships encompassing 
more than 4,000 rooms, in this 
mammoth strategy role-playing 
game. 


GAMES AND GET FREE SOFTWARE 



► SUPERCARS 2 

Prepare to recommence motorised 
combat and do battle in the most 
brutal race of all! with 20 new tracks 
including bridges and ramps and 
improved graphics, Supercars 2 
promises to be an even greater 
smash than the original Supercars! 



►TOYOTA CELICA GT RALLY 
This is the most realistic breath- 
taking Rally Sim produced to 
date. Quick reactions and driving 
skill are a must for this stormerf 



► LOTUS ESPRIT 

TURBO CHALLANGE 
Feel the thrill of accelerating 
from 0 to 60 in 4.7 seconds as 
you race head to head gripping 
the wheel of your Lotus Esprit 
Turbof 



If you take out a subscription for 24 
issues, you can choose 1 game from 
those listed above or 2 games from 
the fo Ho wing: 


VENUS THE FLY TRAP 
ULTIMATE GOLF 
IMPOSSAMOLE 
FOOTBALLER OF THE YEAR 2 
SKIDZ 



► SUPER CARS 

(Please remember that che 6 games above are 
available with H i 24 issue iubstription only). 

NH- The free s«luv,ire offer v- a v inhabit- to UK 
residents ONLY 

Ydlir 5-oftwate chnitc will he mailed si: parody TO 
youi first magazine, pLease allow 2* days few delivery 


SUBS RATES SUMMARY 


12 issues (UK Residents only) 
24 issues (UK Residents only) 
12 issues (Air Europe) 
12 issues (Rest Of The World) 


£29.95 
£55.00 
£35.95 
£49.95 

We suftftcst that (ivristas readers pay by Intemxiofial Money Order. 

Place your order by completing the coupon, or 
send your details on a postcard, or ring our special 
24 E iuur Ordcrline Service on 0858 410 888. 

SlisQuGBBE : DfyuiK nrt ccnplccfr'aefirl with ynira&cijricin, yuu rmv 
cwicd iruny rime artiitiwT*pPTT^niindfcf J Luxmirfrr^** 


TO : THE ONE FOR AMIGA GAMES 
SUBSCRIPTIONS DEPARTMENT, 
FO BOX 500, LEICESTER, 
LE99 0AA 

NAME 


My game choice is (please tick box): 


Swtehbladefl 

Supercars 2 

4CILITE CDcfe 11 

Team Suzuki 

SDUVffidK 12 


□ 
□ 
□ 


□ 
□ 

□ 


ADDRESS 


POSTCODE 


I would like a subscription for 
12lS5Ues pleasetickbo* 

I would like a subscription for 
24 issues please tkk box 

Please start my subscription for the 
■■ (enter month) issue. 


Futrnartt Alan Wells International, MBTiterlhe House, 


Venus The fly Trap 
Ultimate Gotf 

Impossamole 

BSSJaneSeymour □ « 

Footbafef 0fTheYear2 □ 

Skkfe □ 

mure code 2D 

Super Cars □ 

SCUTEOKfe 21 


□ 


□ 


Toyota Cefca 
GTRaly 

Lotus Esprit 
Turbo Oialange 

I enclose a cheque/postal order made 
payable to EM AP IMAGES 

for £ „„ 

Please charge; £... to my 

ACCESS/VISA/DINERS CLUB/ AM EX 
Card Number 

Expiry Date: 

Signature; 

Farndon Road, Market Haftoroggh, LBEBSterLEieSNR 



PLAYERS 


GUIDE] 


The original Populous was hard enough, but the sequel is even 
tougher. To help you out, here's Alex Trowers with a complete 
guide. 


BASIC TIPS - FOR THOSE WHO 
ARE JUST STARTING 

IFor those of you who have never played Populous, 
when you are raising land from sea level, raise twice 
then lower the lop. This produces more land, foster man 
raising each point, but if uses slightly more mana. 

2 Always keep on the move raising and lowering land. 
You should never stop doing this. Whenever you see 
o wo liter on the map, mole sure he has a place to settle. 
This is THE most important thing ever. 

3 Smaller houses at the beginning of the gome 
produce more population than castles per screen 
area. This will allow you to spread faster but you may 
have hassle with mana. The Further into the game you 
get, the more castles you should make, 

4 One of the most important things in the whole game 
is the papal magnet If you are the good player /our 
magnet is a Golden Sun, if you are the evil guy then if s 
a Medusa's Head. The Go To Magnet mode will cause 
your leader to head directly for his magnet and 
everybody else to head towards him. When they get lo 
him they join him to create a stronger leader. Yau can 
also reposition your magnet at any time providing you 
have: 

i. A leader {signified with a magnet above his head) 

ii. Enough mana. 

If your leader reaches the magnet he will be engulfed 
in blue Home. Don't worry! When he is like this he is 
immune to all but the most powerful effects, Unfortunately 
he is not immune to drowning or being beaten up, If you 
find that he is standing over an earthquake or something 
DON'T take him out or Go To Magnet mode until you get 
rid oF the danger, 


SSprog the house with the right mouse burton very 
eorly. On most early landscapes you can sprog 
when the house's flag is below ground. IF you're not 
allowed to then rough, Yauil have to play the same as 
the old Populous, For the two of you who haven't played 
it. simply reduce the size of the house by raising or 
lowering land around it until somebody comes out. 


6 Keep your lond clean. People can't settle on burnt 
land, rocks or basalt. 


7 Always keep control oF your papal magnet, if you 
lose it 5n enemy territory when your leader dies, try 
and get it back as soon as possible. 

8 The technology level of a person depends on what 
sort of building he comes out of. These levels alter 
how successful the character is in combat, A sword is the 
highest weapon factor and the fist is the lowest. If a 
character has fallen out of a Whirlwind, then his 
weapons factor returns to a fist, 


INTERMEDIATE TIPS - FOR 
THOSE WHO CAN PLAY 

1 Papal magnets are very useful for directing 
people to where you want to settle- Move 
your magnet to the crea you wish to settle in and 
click on Go To Magnet Mode. Make sure your 
leader isn't in a house. When your people are 
there, click on Settle Mode. 

2 Heroes, When building any hero (except 
Helen of Troyl, always make sure your 
leader is very strong (the banners at the top of 
the coliseum shoula be flying in the fourth bar at 
least) and holding a sword before clicking on the 
effect, Helen should be created as soon as the 
leader has enough population just to avoid 
starving. 

3 Early on in the game, try Basalttng around 
the enemies land. This will create land that 
he can't settle on unless he places a Verdant First. 

4 Castle walls are an excellent defence against 
o strong or fast opponent. They can only be 
broken down by very strong people or some 
effects. Creating a strong leader at one end of a 
wall then placing the magnet at the other is a 
good and Fast way to clear enemy walls. 

5 Try and kill his leader with deep Swamps 
Earthquakes or, better still, Baptismal Fonts. 
If he is in the process of going to magnet then a 
btof his men will have the some *afe as their 
leader. 

6 The effect that covers the most area is 
BatholittV For maximum effect hold down the 
mouse button on a large hilly area, it is very 
expensive however. 

7 If you have plagued people the safest thing 
to do is kill them. On the other hand you 
could try converting them with Baptismal Fonts or 
sending them to attack the enemy as a Hero. 
Whatever you decide to da about it though, be 
sure to do it fast before the plague spreads too 
far. 

8 Volcanoes are well worth while as they 
render the land unusable. Try planting a 
massive forest around the area you intena to 
Volcano before hand, 

9 IF the enemy has a particularly strong hero 
with a hiqh weapons factor (tech level), then 
.slace a Whirlwind on top of him. He should then 
oose all of his weapon skill making him easier to 
; wot up. 



EXPERT TIPS - FOR THOSE WHO 
RECKON THEY CAN BEAT ME! 

^| Combine effects for greater devastation or 
3 effectiveness. Placing Forests then columns of Fire 
i$ particularly nasty. Whirlwinds at the point where a 
Tidal Wave hits the land is also very devastating, 

2 In the latter part of o game, where most of the 
land is flat, Fungus isTethal rf used correctly. 
Experiment with different patterns for full effect 
Create a library oF patterns for use in certain 
circumstance*. ! have assassins, missiles (in eight 
directions), bombs and waves (see Fungus diagram). 

3 When sending out a hero, cover the enemy 
terrain in an effect from the Heroes bank eg: with 
Heracles use Earthquakes, with Achilles use Fire 
Rains etc. Broadly speaking the Heroes are immune 
to effects from their own bank. 

4 You gain mono for each bottle won. if somebody 
is killed by an effect then no mano is gained. 
With this in mind, if you Itghtning anyone, put the 
question mark on them First and slop before he dies, 
mis way it gives vour people a chance to beat him 
up. This only ready works if your people are nearby 
and in fight mode. 

5 Convert an area of his land with Baptismal Fonts 
and use the people there to lower the land to 
create enough room for a Whirlpool. If you 
constantly fill the pool you have created with 
Whirlpools it will eat away his land from the inside 
out. 

6 Before you use a Wind to blow him off the map, 
fay down a series of Swamps or Earthquakes 
behind his people. The Wind will then blow his lads 
to their death. Alternatively, build a Castfe Wall the 
width of the map and place the Wind behind the 
wall. His people will be forced by the wall off the 
map, 

7 Tidal Waves con be just as devastating to the 
creator as the victim. A simple way around this is 
to create a 'rail gun'. Simply build up a ridge along a 
section oF land to form a V shape. Place the Tidal 
wave in the shape, Be warned: Basalt eats into 
Tidal Waves, Never Tidal Wave if your opponents 
land is covered in Volcanoes. 

8 To get the maximum effect from a plague you 
need as many people to be infected as possible. 
To achieve this plague a large house or castle. Next 
use fungus in the squares around that house. That 
should reduce its possible size and sprog people out 
to infect others. They will walk over the immature 
Fungus and spread the plague. 
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BUILDINGS 

As buildings have more land available b 
form, so they prosper and grow. The 
smallest building is a tent with no available 
land and fhe largest is a castle which takes 
up mosl of the screen area. Whenever a 
building is Full, a person leaves to Find 
another place to live. Smaller buildings hold 
fewer people and so they fill up fasfer. 
Larger buildings hold more people and are 
stronger in combat but people leave them 
less frequently. 

STARTING A LEVEL 

At the start of a level it is imperative to gain 
the largest population as soon as possible. 
Two houses produce more people rhan one 
so get as many small houses as possible, 
Keep sprogaing them | unless the level won't 
let you] untifyou have about two or three 
screens worth. Then start converting the 
innermost houses to castles. 

ENDING A LEVEL 

It has been said ihot "... including the 
Armaaeddon function in Populous was not 
a terribly clever idea." - Clayton Walnum. 


The Armageddon effect was included 
because towards the end of a game it 
becomes obvious that you are going to win 
and rather than prolong the inevitable ihs 
nice to get it over and done with so that you 
can continue with the next levels. However,, 
on some levels it is impossible to utilise 
Armageddon, This is what you do if you 
haven't got it or you believe in Clayton. 

Either; Go into Go To Magnet mode so 
that everybody heads towards your leader, 
Then use the Place Papal Magnet effect to 
stick the magnet on an enemy house. When 
your leader gets there he will beat up the 
house. Place the magnet on another enemy 
house and repeat until the enemy is dead. 
Alternatively, place your magnet in the 
heart of his land. When your leader gets 
there he will be followed by lots oF your 
guys. Now enter Fight mode. 

Or: Go into Go To Magnet mode and 
build a very VERY strong leader (at least 
five flags}. Then turn him into Adonis, 
splitter knight. Be warned, the enemy will 
have to be very weak before you should try 
this otherwise he will go in mona at an 
alarming rate, This could well turn the game 


Or: Death by lightning. Lightning each of 
his houses in turn. This is VERY tedious but it 
can work quite eady on the the game, 

FUNGUS 

Perhaps the most talked about effect in 
Populous II. Fungus works on the age old 
principle of life. Life governs whether a 
certain colony of cells will survive or not. 
Basically if a live cell {Fungus) is next to two 
or three other live cells (including 
diagonal s|, then it will survive. Any other 
amount and it will die of either 
overcrowding {four or more) or isolation 
(one or less). If an empty cell is adjacent to 
three Irving ones then it will grow and be 
born. It is therefore possible to produce 
1i reforms' that grow and develop into new 
life. Think of yourself as a godly genetic 
engineer. 

Incidentally, fungus is like swamp, it only 
grows on flat tona 

LANDSCAPES 

Grassy Plains, These worlds are very easy 
on fhe population. People don't die out very 



J 



THE TYPE OF IMftAH 
you cins- ifl greatly affects- 
ihe birthrate of your 
populace. Grassy plains 
have them spawning 
young 'uns at every 
opportunity, icy worlds 
tend to make mem stay 
indoors where W s warm, 
deserts cause people to 
dry up jouch, bad pun] 
and need plenty or 
cultivated land la make 
them worthwhile and 
[ruddy eyels have hem 
dropping like flies. 


fast except on the later levels, so it is 
possible Id keep on sprogqing with the right 
hand mouse button evert if the house s flag 
sinks below ground level 

ICE WORLDS 

The Ice lands kill people off a lot quicker 
than Grassy plains. People are more 
reluctant to leave their houses, Don't sprog 
until the flag is above the ground unless 
there is an area of flat land very close 
indeed because people die out quite fast. 

DESERT LANDS 

As with the Ice Worlds, the Desert is a very 
hostile place for little people to live. As 
before, don't sprog unless there is land very 
dose by, This is especially true of the later 
levels, 

SLUDGE WORLDS 
By far the most inhospitable place is a 
Sludge World. The sea h a mass of slime 
and (he whole landscape is covered in 
mucus. People die out very fast on these 
worlds, even early on in trie game. Knights 
are of less use simply because they die 


really fast. Land-wrecking effects like basalt 
and volcano are really devastating because 
his people end up with nowhere b settle, 

RAISE ONLY/LOWER ONLY 
LANDSCAPES 

The main piece of advice I can offer for 
these levels is to take it carefully. Make sure 
that what you are about to do is right. Keep 
buildings small so that you get a massive 
population and make good use of the papal 
magnet to move your people to settle able 
land, Effects that cause Basalt to be left 
behind are lethal. Volcano as soon as 
possible, Above all, don't panic. Its belter to 
loose a couple more people in a swamp 
than to render the land totally unsettleable. 
Take your time. 

NO MODIFY LANDSCAPES 

Again, land destroying effects (Volcano, 
Batholith, Whirlpool etc-| are of paramount 
importance. You hove no alternative but to 
use vour magnet to attack the enemy. Join 
mode is very useful on the Ice, Desert and 
Sludge versions. 






I would start off by sprogging instantly, Raise 
'and to form flat land with tiny hills on it and 
ontinue sprogging. When I have about three 
:reens worth of small houses I would start to 
rn the innermost ones into castles. Go to the 
em A land and hit him with a Whidpool or 
o. If I am playing against a computer, the 
Whirlpools will keep him occupied for ages. If il 
s a human opponent then it is very annoying for 
im. From now on it is just a spread race. On the 

y I would plant foods of frees around his 
reas of most population and then Fire Column 
them, Either that or continue a barrage of 
Wh i rfwinds over the sea lhat my Whirlpool s 
have created. By this time I usually have enough 
mono for a Volcano or two, Something to note 
here, if you are pfoying against a human, one 
tactic is to Volcano an area of coast that he was 
just working on. This may not be very efficient at 
killing people but there is nothing more annoying 
than having your hard work destroyed in a flash. 


four opponent's morale and will to fight will be 
shattered (NOTE: Do not attempt this if he is 


in 
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bigger than you). By this rime he is destroyed 
Watch out for sneaky Baptismal Fonts (keep an 
ear out for the splosh sound effect} as your 
opponent gets desperate. Now for the final bl 
tf I have Vofcanoed then a Tidal Wave is out o 
the question, No I would go for something like a 
Wind and Earthquake combo. Having said all 
this, it is important that you understand that each 
game is different and poses o new challenge. 
Each situation must be evaluated on its own 
What I have done here is outline one of my 


playincj strategies. In some pannes I go for a 


Death Ly TidaT Wave and Whidwind approach, 
while in others it maybe a Heracles and 
Earthquake or just a simple Rain of Fire. It's up to 
you to develop your own playing style. Tailor 
your god to suit the way you like to play 
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CHEAT MODE 

When you Lightning 
anything, press the ' 1 ' key 
then release the mouse 
button. The Lightning will 
continue until you click the 
mouse button. All this while 
it costs you no manaJU 
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[HELPING 

HANDS 


Well, here we are 
again. The nerve 
centre for the 
masses. Tips, cheats 
and hints have 
never been more 
plentiful and I lave 
It* Keep 'em coming 
folks, there are 
prizes galore for 
the best* 


CHEATS 


FINAL FIGHT 

Pause ffa game and type 
SHERIFF FATMAN to get infinite 
foes, 

ROLUNGRONW 

Keep pressing F9 to get more 
cam. 

FROM: JONATHAN KENNY, 
SOLIHULL 

HUDSON HAWK 

Type 

SANITYCLAUStSCOMlNGTOTO 
WN [no spaces} for infinite lives. 
THE BLUES BROTHERS 
Type HQULQ on the character 
screen to get infinite fives. Press f 
to 6 to skip levels. 
TERMINATOR 2 

Pr&s pause during the game and 
then cress FJ to FtO. Now press 
Escape to skip o level 
GODS 

When entering password, type 
SORCERY far infinite lives. 
FROM: STEVE THE CELT' 
MORGAN CARDiFF 


STAR TIP: ROBOCOD 

You've already had the complete run-down on RoboCod thanks b those good old boys at 
Millennium, but if you're still finding things a bit tough., here's a few helpful hints from Neil Jones of 
Ainhree: 

To Get Invincibility - JT 

Jump onto the first roof and collect the bonuses in rr 
Cake 
Hammer 
Earth 
Apple 
Tap 

This lasts for about ten minutes or until you pick up another 

To Unlock All Of The Doors 
Use the invincibility cheat as above then enter ihe ri 
you come back out all the doors will be unlock 

To Finish The Game- 
Unlock the doors as fast as you can, then run to the far right to find Dr. Maybe s door. If you've 
been fast enough you'll still be invincible. Keep jumping on his head to kill him. 




bonus, 

eft and go through the exit. When 


The Very Big Bonus 

Go into the door under Dr. Maybe' s after becoming invincible. When you come back out, jump on 
the golden snowmen on the far right. Now stand on the I blocks and they rise, allowing you to fall 
down and col led the bonuses. 

Phew! What can I say other than £50 worth of software is on its way lo you 
Neil, Congrats! 


LEVEL CODES - ANOTHER WORLD 

Well, I've 

had lit 

eralrv billions of these little 

babies (all right, maybe 

not billions but certainly 

hundreds! 

. Level 

codes have been pouring 

in like nobody's business, along with plenty of solutions. 

Ill be prin 

ting a 

guide next month (not that 

1 think any of you need 

one), but (or now here are (he 

codes. Jus 

t press 

C at any point in the game to enter one. 


Level 


Code 

7 

UBC 

1 


EDJI 

8 

KCIJ 

2 


MICI 

9 

LOCI 

3 


FLLD 

10 

ICAH 

4 


EDIL 

11 

LDU 

5 


FADK 

12 

LAID 

6 


CCAL 

13 

KJIA 


Dear Brian, 

I've been playing the conversion of the 
dramatisation of Sidney Sheldon's Rage Of 
Angels and am having difficulty expressing 
my undying love to the character portrayed by 
Jaefyn Smyth. I know that she's suffering from 
breast cancer and will die within the month, 
but I can't find the small Arabian Jewellery 
Shop to purchase the Bronze Heart Necklace 
with the gold-plated clasp. Every time I try to 
get into the hospital, the evil, ruthless tycoon 
Brett Masterson gets in the way. Haw do I get 
past him? 

George Styles, Bradford, W. Yorks 


/ eon if imagine what kind of a nutter yau are, 
George, hut this fetter does give me o chance 
to say something that I've been meaning to 
put across to you off for a while now: The 
Helping Hands section is not -I repeat not - 
to be token lightly. There ore dozens of 
honest, decent souls out there who really da 
need same help (game-wrse, i mean, not 
mentally as in your case). Letters like this just 
dag up the system... They are fun though. Tell 
you wltat. Send me your funniest Dear Brian 
fetter and if I decide that they're worth 
printing, you may even get a prize of some 
sari. 


Dear Brian, 

Can you help me out on Monty Python's 
Flying Circus? I've heard that there are secret 
bonus rooms to be found or some of the 
levels, but I don't know where they are. 
Malcolm Hewick, Banbury, Avon 

The secret rooms you're talking about are the 
ones where Gumb/ s body is replaced with a 
spring. To find them, try looking in the places 
where the enemies etnerae from. The tubes 
and pipes don't always lead to a bonus, but 
certain ones da and there's usually more than 
one on each section. 
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FIRST FLOOR OFFICE, 16 LINDEN GARDENS, 
CHISWICK, LONDON W4 2EQ 
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Hours of opening: Mon-Sat 10.00am - 6.00pm 


3D GonslrLCan Kit 26.99 

3DQoi... „ 23.99 

40 Spoils Boxng 16.99 

688 Sub Attack _.16.99 

AIDTank Kller 22.99 

AdddasGodefi Shor^ 15.99 

Wrika Corpse' 16.99 

Agony.. 18.99 

Air Sjpzof: 18.99 

Alcalraz' .1699 

Alpna Waves' 16.99 

Atone RoboKd 16.99 

BabyJft rs » w .18.99 

Barbarian II 16.93 

Bards Tale III 16.99 

Battle Command MJS 

BatUelsle 19.99 

EMMkm 14.99 

BatllEcnessll U.99 

Battle Mister 16,93 

Beast Buslerj .....15.99 

BH'EllolsNascarflac." 16.99 

Bily The Kid - 15.99 

BladE WarriD- 1&.99 

Skies Brothers 18,99 

Slue Max 18.99 

Bcmber Bob..... 15.99 

6: nan j a Brothers 16-99 

Boston EombOyb 16,99 

Brain Busier 18,99 

Cadavar 16.99 

Cadaver Pay OH LeybIb 1Q.99 

Captain Planar 1 16.99 

Carve Up 14,99 

CeTCurlon 16.99 

Chase HQ II 15.99 

Chuck Rack 12.99 

Chuck Yeaoer ATF 1& 39 

Cisco Heart'.... 16,99 

Cdddl - - ,16.99 

Ccrparatan 9.99 

Cruise For A Corpse 16,99 

Cybarcon III .„ 16.99 

Cyber Fkjhl - 15.99 

Dflalh Bringer 16.93 

DaulETOus 16.93 

DickTracey..,, -15.99 

[fetf* „ 15.99 

D. Dragon 3 The Hosetla.. .1 6.99 

Dragons Lair 26.99 

Dragons Lair II Time Ware- 26.99 

ElL..-,- „.„ 14.93 

Elvira Mistress Of Dark 21.99 

Epic' „...15.99 

EyeOfTriBBahakiar 16-99 

F1 5 Strike Eagle II 23,99 

Fi 9 Stealth Fighter 19.99 

FZ9 Ffctakalor 14.99 

F117A „ 21.99 

Face Off Ice Hookey .„. 1 5.99 


Feuoal Lords,,-, . 16.99 

Final Blow 16. .99 

Final Centta 16.39 

Finei Whistle 6-99 

Fnai Fight 16.99 

Fight Of TH8 Intruder 19.99 

Formula One Grard Prix 1 .21.39 

Formula Ona 3D 1E..39 

Fori Apache 1&.99 

Gaumier ill* - 1699 

Gods...- 15.99 

Gurtsrip 20OT 21.99 

HardOrwin II U.99 

Harpggn (One Meg).,,- £1,99 

Hill Street Buss 15,99 

Home Akin** 16.39 

Huii&an Hawk* U.99 

Hunter 19.99 

Sfln Ectham's CncKfit 18,99 

Imparl um„ 18,99 

■fidy&DU 16.99 

Jahangir Khan 16.39 

-anea Pond 14.99 

^me&PondE 1599 

Jnimy Whw SnaOkflr 16.99 

Kick Otl II (Half Mag) 12.99 

Kick Off II (One Msg) 1&.99 

KilkngCtolAl 1599 

KngMmarft,.,,. 1699 

LaslNirtatir 15.99 

Leisure 5utLar?y III 26-99 

Lemmings ,...,.,,...,..15 99 

Logics.. 16.99 

LMm 16.99 

Lceri PafiDl -.U.99 

LcrdOfTTie Rrigs 15.99 

Lotus esprfi II" .15.99 

Ml Tar* Ralccn 19.99 

Madsg Wiliams 21.99 

Mage PockeJs 16.99 

Magic Story Book .19.99 

Mancnesier unflad Eurepa 1 5.99 

Wauphi island" 16.39 

Mega La Mania 1 1999 

Mega Twins, 1699 

Mercs 16.99 

Mig29 ^ 21.99 

MirJwrrlEf II „.. 23.99 

Might and Magic III 21.99 

Monkey IsJand 16.99 

Monkey Island 11* 17.99 

Mwnsliine' 19.99 

Narc 15.99 

Navy Seals, „„„ 15.99 

Nlghtbreed 15.99 

Nightshirt 18.88 

Nilrt 15.99 

Ojtrun Europe. 4 16-99 

Pang 15.93 


SPECIAL OFFER 
1 Meg Cricket only £6-99 


'At the time or printing 1h«* gunu wore not available, but wll 
im dnp«lcti*d to you on release date. 

□frtJ&r Form 

Please cha/go my AcM&s.-Vsa card no.: 


COMBAT ACES 

Ftghler Bomoer, "Sunsfiip, 
Falcon 
I19.BO 


POWER UP 

AJle-rd Baasi, Rnirbrw Islann 
X Out, Chase HC. Tuficam 
HTJft 


HOLLYWOOD 

COLLECTIONS 
Hubccap. GhD5ltusturs l! 
irdigna Jones Ba:man, 


SOCCER MANIA 

FiOlbal Mariagur I Gazta, 
Micro Soccer. Football 

Manager WarSd Cup 
£9.88 


RAINBOW COLLECTION 

Raiiibjw Island, Bubalr 

Bobble, 
Nnw ZnriUird Star/ 

mm 


WHEELS OF FIRE 

Hard Orlvln, Chaee HQ, Power 
□nil, Tyibg Outrun 
£10.99 


2 HOT £ HANDLE 

Bhaao* Warriors, GoUfln Axe 
Snwr Ort R& Racer. Total 
Fiscal 
£17,90/ 


CHALLEHOEFTS 

<ickOH. SLpnr S?hj. F.ghfer 

Bomber, Qreai Ccun, Slum 
Car Racer 
£17.99 


WAQNUH * 

Allo'bjrnc - Cauba D'sgro. 
Qperat on Will. Baiman Capwi 
CruBBder 
Eteun 


DOUBLE DOUBLE BILL 

TV Sports FocftBll. Lcrcs Ol 
The Hlsng Sun, TV Sports 
Basketball. Winga 
EJCas 


POWER PACK 

Xtiran II, TV Sports Fcirttjnll. 

B OG*»vch. Lombard Rally 
FM.-ig 


HIND GAMES 

Ai.i*1erirz. yvale^lco, Conllici In 
?.irrp;i 
B144S 


VIRTUAL REALITlr 2 

is. Send"*. Wetr-rJ (5ameB, 
RaSClUlbn 1 D1 A 
Thuntfersiriht 


FLIGHT COMMAND 

EHrrtnatef. StrKe Eaple 
HarriDf, .nnenshar Sky Fov. 
Sky Chast 


CHART ATTAC K 

Lotus Eaprt. Vanua. JtfflM 
Pond, dnouis & aneata 

nut 


CDMFUTEH HITS VOLUME 2 
Tntris, Jpn PjwIp CiijIdBr Hc.:l. 
BledtShadcyw 


'JIN. I A COL L FCTION 

S'iukJ-w Warri^'s, Dragan 

DduqIb- Dragon 
E14.99 


TOP LEAGUE 

Speedhali ll. Pick Donge'Oua 
II, TV Sports Football. 

MiuwiuLdi Fab^n 
f19.B 


4 WHEEL DRIVE 

I oiu5 Escrrt. CelicaOT Paly. 
Combo Ratitr.TE^mSuzLK 
C19.S9 


BOARD CJENIUS 

MoriDpoly, Scranbia, Cl.indr 
Master Deleeiiva, His-. ■ T-it 
'Atird C^nquflai Game 


FULL BLAST 

Choaao BC. RIcK Dangerrxjt, 
Hghway PatTii P*7. Carrer 
Cc-'iu-iartd, Fa'rari Forrrrjla 

One 


FOOTBALL CRAZY 

Kick OH !?. Fnai WhiatJs. 
Playe- ya-iaqur, A :;o includes 
Italy ig&OFREE. 
£l 4.a& 


CAPCOM COLLECTION 

Sender, UN SqMadron. Last Duel.For^ollen W-rfcls, Gnculs a 
Ghosts, Dynasty Watr;, Led Storm. SlrOer 
£1 B.M 


BIG BOK 

Captain Bind, Sale/1 Quhb. Teeraye Queen, Bubbta Plus, Tin Tin.. 

Puiplo SjIliti Qay, K^plrjn Gga. jijrrpno JecKeOO, BO Bo, 
Haslagos 

rjie.BS 


PwnzaKick Swing ,,1699 

PGA TcurGoH ..1699 

Pfrfignbar 1599 

Platting 15.99 

PcpuiOuSi'Sim City 21.99 

PowerrnongefT-. 16.99 

Predator II 16.99 

Prehs";ri; „.,„, 16.99 

Pence Of Persia 15 99 

Puzznic 15.99 

Rairoad Tytrxm 23.99 

H6l6asewm 17.99 

ReBcfiFo/The SWes' ...2199 

Robin Hood ^ 16.99 

Robocopll 15,99 

Robocoplll 14,99 

floling flonnia 15.99 

flugby WofWCup 16.99 

Savage Empire 19.99 

Search For The King 19.99 

ShadrjwCfTne Beast II... .15-99 

Shad Ow Dancer........ 16.99 

Shadow Warrior 15.99 

Sm Earth" 16.99 

Smpsons 15.99 

Smash TV. ,15,99 

Spaca Ace £6.99 

Speadbsl II 15.99 

Star Flight 1 15.99 

SMterH ,._ ,,.15,99 

Super Cars II .15.99 

Sucer kiaraco OP 16,99 

Super Space Invaders 1 599 

Supremacy 19.99 

SwJv.„ 15.99 

Team Yanka* « 19.93 

Terminator II*.,,., 14.99 

Their Fineal Hour....,., 19.99 

TheirFtneslHrMissionDisk' ".2.99 

Tipp Ofl _.. _.16.99 

Tok>„... 15.99 

Total Recall 15.99 

Turricari jfcSQl 

Turrfcan II „ 15 99 

TurtJes Arcade" 1^.99 

UHirnale Hkfa 16.99 

UHlmaV 16.99 

UHima VI' 19.99 

UMS II 19 99 

Ulocia 1999 

UN Squadron' 15.99 

Viz 15.99 

Vioom* 16.99 

Wings (Half Meg). 13.99 

Wid Wheels 15.99 

White Death (One Mag) 19,99 

WflJfpack 59.99 

Wolf ChiW 17.99 

Wonderland 18.99 

Work) At War 16.99 

World Class Crcket 19.99 

World Class Ruby 16,99 

WfalhOfThe Demon 16.99 

WWF 14,49 

Zeus" 16.99 


BUDGET TITLES 

3D Pool 799 

ATF II 7.99 

AtteitKimBf 6.99 

Arkatwld II 8.99 

Axel Uarjic Hammer 693 

darhsrianll I Palace) 5.99 

Batman Gaped Or jsader .... .$.99 

Blood Money 6.99 

Centerloid Squares .6.99 

Chase HQ .6.99 

ChuckieEgg „..., .6.99 

Ohuckia Egg II „, 699 

CokiBEU5 Chase 699 

Coribnenlal Crcus 6-99 

Crazy Cars 6.99 

:j& v Dourjfa Harsa Racing. .6.99 
DF.ey ThcmpscflChaienge E99 
De'ervcer Of The Crsm . fl99 

DeIusc Slrip Pqker 6,99 

Double Dragon 6.99 

Dragon Nnja 6.99 

Fantasy Wcrkl Dmy 6.99 

Fcrgtten Wwllk „ 6.99 

Gamlle: II 6.99 

Hard Dnvin 6-99 

H8f0 0fT*ieLaroa 7.99 

HHchhlkars Guide 8.93 

Ivantirje ...6.99 

Kick Off 4-Ertna Tlma.... 5.99 

KjngOfChicaga..„ 6.99 

IK+ ..6,99 

Indiana Jcnes Last Cnjsade7.93 

Iron Larri 7.99 

Ust Nlnja II - - 6.99 

Leather Goddess ,, B.99 

Loenoe To Kl ,6.99 

Moanwalker 6,99 

NoriArd Ssulh 6.99 

Oceralion 1'iu'idurball 6.&3 

Operation WoH.... 6.99 

Preclatof r ,.„ ,,,6,99 

RAC Lombard Raly 6,99 

Ftanegade 6-99 

Ftatum 01 The Witehkircs ... .9.99 

Rick Dangerous 7.99 

Road Blaster _ 6.39 

norxwop B.99 

RType 6,99 

Ruf Pie Gaumle! .b Sy 

Shadow O The Beasl 6.99 

Slkworm B.99 

Speedtal.. 7M 

Slargider 2" ..„_..„ 7j99 

Slunt Car Racar 7.99 

Super Hang On 6.99 

Switchblade 6.99 

Treasure Island Dizzy., .4.99 

Tir Tn On The Mocn , . 5 95 

Turbo Outrun 7,99 

Turrkan 7,99 

TVScor-sFoctba; 7.93 

UniouchabiB* 6.93 

Vigilante,. - 6.99 

Voyager , , 6,99 
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The French may he wonderful people, but they can certainly 
produce some hard games* To help even out the odds, Adam 
Morley from Leicester presents his helpful guide to Baffle isle. 


PLAYERS 

GUIDE 




FAMILIARISE YOURSELF with 
the units that you start with 
and with those of the 
\ enemy. Use heavy Crusader 
tanks along with Gladiators 
and Scorpions for any large 
scale attacks and back these 
up, if possible, with FAV- 
Busters. 

Keep FAV Busters, 
transport vehicles, SAM 
nits and artillery away 
m the threat oF well- 
armed enemy units. It is also 
important to protect your 
infantry pieces, as these are 
the only unite that can lake 
ntrol of depots, factories 
nd HQs, 

When you da engage m 
mbat, try not to over- 
extend your frontline or 
area of operation as the 
computer will try to 
surround you. Rotate your 
units as frequently as you 
can, allowing them to 
increase in experience, and 
try not to let the computer 
get into positions where it 
can attack each of your 
units with three of its own. 

The key to winning on 
most islands are your 
experienced units. Units 
with three or more 
experience stars, and 
particularly those with Iron 
Cross experience, should be 
repaired quickly and then 
returned to the wattle front 
Highly experienced units 
con wipe out opposing 
enemy units in one fire 
phase. 

When the computer has a 
great deal of air power, 
stay close to your HQ 
and/or depots, and protect 
those units unable to attack 
air targets with those which 
can. Dedicated anti-aircraft 
units are best, but Crusader 
tanks and FAV-Busters are 
also useful, as are fighters 
a nd choppers, if you have 
any. 


TO START YOU OFF, here are 
the codes and basic winning 
strategies for the first seven 
islands, as well as some General 
hints and ftps. The rest of the 
islands will be covered next 
month. 

CODES AND 
STRATEGY 

1 . Conra: Position tank unite 
around the northern end of the 
road bridge - including those 
unite from your HQ. Send a 
Gladiator round to come in from 
the west, Destroy oncoming 
enemy units and then move 
Demon infantry to take the enemy 
HQ. 

2. Phase: Gather your tank units 

close to your HQ and bring bock 
those units dispersed across the 
map. Soak up enemy attacks, 
repair your best unite and then 
advan 

3. Exoty: Use your FAV and 
Gladiator to take out the enemy 
artillery piece to the north; men 
escape, if you can, back to HQ 
and repair damage, firing NE 
forces west and engage the small 
enemy group in the north from 
both sides, dways protecting your 
infantry, The main bottle will 
centre round the road bridges, 

A Mount: Here, control or the 
depots is oil important. Take care 
with your FAV or you'll lose it 
quickly. Capture the depot in 
immediate range of your infantry. 
Then deploy the units inside to 
stop the enemy from taking it 
back. Protect your artillery and 
use this to shell enemy un : te close 
by, You should bring your 
remaining fcnk Forces around by 
road From the north and attack 
the enemy depot. Then march on 
the enemy HQ. 

5. Fight: Send rwo units east to- 
secure the top right depot, and 
then as many as possible south 
towards the better stocked depot. 
The enemy may take this before 
you, but with skill you can lake it 
back - and from there, win the 
bottle 

6. Rusty: Take two Gbdiators, a 
Provider carrying Demon infantry 


and secure the factory. Uselhe 
two Crusaders and several AD-5 
Blitz's to pressure the enemy 
fortes heading for the central 
depot. Your chief concern here is 
the enemy air power. Use your 
units wilh anH-air capability to 
protect vulnerable units. When 
the air threat is over, move on the 
enemy HQ, 

7. Fifth; In order to win here, 
you must pull all units back 
towards your HQ and SE depot. 
Meet the massive air threat with 
all unite capabfe of anti-air 
attacks, as well as your two 
fighter unite, Don't allow the 
enemy in behind you - form a 
defensive half-circle around your 
HQ entrance. Use the TLAV 
Invader to bring forces from the 
SW island - use your artillery and 
repair points with care. This is 
hord, and success requires you to 
smash the enemy air threat before 
you can try anything else, 

8. Vesuv: Take oil unite from 
your HQ. Send half to defend 
your factory to the SW and half S 
la support your demon infantry 
and transport unit. Take the 
nearest depot and build an angel 
artillery unit as quickly as 
possible. Try to take the enemy 
angel out and then let them 
advance towards you. Move on 
their HQ when their forces are 
depleted enough. 

9. Magic: Control of factories is 
the key here. Send a FAV and a 
demon inside a provider along 
me south road to secure the 
southern factory. Send another 
force, with scorpion backup to 
take the NE factory, Also send a 
strong force into ifie heart of the 
island, comprising anh-air 
capable units. Meet the air strike 
and then continue your advance 
to hinder the enemy's acquisition 
of the central factories. Once in 
firm control oF the N and S 
factories, you can build unite and 
begin a push on the enemy HQ - 
angels are useful, but easy prey 
for air units. 

1 0. Space: Move south in force 
to try and take the depot at the 
bottom of the map. Use your SC-P 



Merlin early to start building a 
repair depot somewhere south of 
the NW factory. Send a demon 
unit to secure the factory and 
build units thoughtfully - air 
xiwer is good. Move on their 
actory, iryou are able, and b 
oroes from your factory to defen 
the HQ. Then start towards th 
enemy HQ . 

1 1 , Valey: Your only real option 
here is to head east and take the 
depot lhere r while at the same 
time withdrawing your forces 
from the south ana allowing the 
enemy to slowly advance. Draw 
the enemy as close to your HQ as 
possible and then, using unite 
from the captured depot make a 
dash south, towards the enemy 
HQ. Hopefully you will have 
enough surviving demons to take 
the place, Y %L jfy 

1 2. Testy: A large island, with 
success reliant upon the four 
caches of Uridium. Move all but 
the FAV in the 5E area of the map 
to attack the enemy units 
guarding the Unburn there, [you 
will not keep it, but will slow the 
enemy 1 s capture of it). Then, in 
the SW corner, surround the 
Uridium with your units, keeping 
the AD-5 Blitz facing east to 
attack the incoming enemy Giant- 
plane. Use the FAV here for hit 
and run tactics. 

Then load the SC-P Merlin onto 
a TLAV-lnvader at your northern 
docks, pkjsand SOT Provider 
with a Demon unit inside. S 
the TLAV south, dropping off the 
provider near rne depot it passes 
on its way south to the guarded 
Uridium, 

Use your forces SE of your HQ 
to race down the road and secure 
another Uridium cache, Use your 
nnti-air capable unite for this, as 
well as your air units. Use your 
other tanks, etc, to stop the enemy 
advance. Also send forces to 
capture the Uridium guarded by 
(wo enemy scorpions. Once the 
Uridium is safe - you can usually 
capture three of the four caches - 
transport to your depots and 
factory, and the game should be 
yours 




3. Terra: First, take all units 
from your HQ and block the three 
hexes between it and the western 
mountains: keep your FAV 
behind the frontline. At the same 
time, put both demon units inside 
tfie provider North of your HQ 
and send them W onto the road. 
Whilst blocking (he enemy, send 
forces to protect the provider and 
head W towards the key depot: 
when the provider it wimin four 
hexes, unload the demons and 
move on the depot, allowing the 
enemy infantry to take it first 
Meanwhile, take your cargo 
ship towards the channel between 
the main isle and the factory isle. 
Send the three attack boats N to 
attack the enemy sub. Also take 
tanks form your Northern depot 
and race NW to block the enemy 
units trying to move south from 
the depot. Send the spare 
provider, with demon on board, 
W to board the cargo ship. 

Transport the troops to the 
factory isle, take the factory and 
collect the Urtdium S and N. 
-fold the enemy bock until your 
^ew units are made and 
transported over to the main 
island, From here you should 
easily take control.* 

14. Slave: Use your attack ships 
to rami a defensive line to 
provide a sale channel lor your 
cargo ship to move north along. 
Load a Demon aboard the cargo 
vessel and head north. Wait Tor 
the enemy sea attack and Fight a 
defensive battle until you get the 
upper hand. Use the Demon and 
tne cargo ship to take the NE 
depot and bring the units down to 
the battle Front. 

At the same time, with the 
Forces near your HQ, form a 
straight defence line with tanks 
and an AD -5 Blitz \ position this 
on the mountain), NW of your 
HQ to hold back the enemy: keep 
a blitz and a scorpion in reserve 
behind this line. Black the bridge 
SW of your HQ with a Crusader., 
and send forces south to stop the 
enemy reaching fie factory, 
Move on the factory with a 
imon arid transport unit 


Once the Factory is yours, build 
an angel, a grant ana an AD- 9 
Sphinx. Wait until the enemy air 
threat is diminished and then take 
a strike Force in the giant NW to 
capture the enemy HQ in a sneak 
move. 

15. Never: Outnumbered 
heavily, you must concentrate 
your forces in order to defend 

Kour HQ while an expeditionary 
eads 3 to take the lone factory, 
Here you should create a TLAV- 
Invader, an AD-9 Sphinx and an 
angel, if possible. Then push east 
towards the next depot. Form 
your defence lines NE and SE of 
your HQ and draw the enemy 
onto yourself, NA» 

As soon as it is ready, race 
north with the TLAV and pick up 
the farces on the NW island. As 
soon os the pick up is made, pull 
back your mainland forces and 
let ihe enemy follow you. Then 
sneak the TLAV round the back, 
from the north, and capture the 
enemy HQ (be careful to keep the 
demons out of artillery range. 

1 6. River: Hdd off the massive 
enemy forces close to your HQ 
and use the TlAVs out to sea to 
unload unite From your convoy 
ships and then transport them to 
the mainland. Send vour convoy 
ship with the Crusaders north and 
land them beneath the enemy 
depot filled with air units. 

Bring the northern convoy ship 
into dock dose to the unowned 
depot and land units to fake it. 
Move the ship in the NW section 
of the map i nto dock and get the 
units oft fast before an air strike 
is launched. With the ship further 
south, hurry to the depot at the 
southern edge of the island and 
unload you-' units to take it. 

Send the last convoy ship up the 
river channel that splits the island 
and outflank tne enemy forces 
besieging your HQ. From here, 
keep whittling away at the enemy 
unti you have the advantage. 

* These levels always seem to 
lock -up if ployed from a hard 
drirve. They need to be ployed 
from disk, which is slower out less 
frustrating. 



KEY TACTICS 

THE FIRST THING to do is to exami ne the map of the island. 
Identify depots or factories within reach and send units to try and 
lake these. It is often here, within the first few moves, that the ride 
of war can turn. 

A good tactic is to stay within easy reach of your HQ, depots 
and factories, allowing the enemy to come at you. This inevitably 
means that they have a long way to go for repairs, while you can 
nip bock into your buildings quickly and easily. Then, when the 
enemy begins to retreat, you can chase them down with your 
experienced and repaired units. 

Keep your artillery pieces protected from all threats, as these 
long-range weapons can decimate enemy attacks if shielded ond 
used properly; unfortunately, they, like SAM units, (alee three 
phases before coming into operation, 

If you have air transport units or sea-going transporters you can 
often sneak an attack force over to the enemy HQ while the 
computer Is engaged in an assault on your main force. 

Factories usually have more power units than depots, and can 
be used to build certain units. Take care to examine the state of 
the battle and the options open to you before creating new units: 
it isn't much use building a SAM unit if all enemy air threats have 
been neutralised. 

Qn some maps you will find Uridium crystals. Go all-out to 
secure these, as each one gives you 50 power units to use in 
repair or manufacture. 

TAKING DEPOTS AND FACTORIES 

OFTEN YOU WILL be engaged in a race with the enemy to 
capture these installations; a race you frequently lose. However, if 
you surround the three hexes round the entrance to these 
buildings, the enemy cannot get units out, and this gives yau a 
chance to bring the Demon infantry to fake mem back. 

If you arrive at a building together with enemy infantry, wait far 
them to enter on their movement phase and then, when it is your 
turn to move, go in after them. This will give yau an extra unit, 
But be careful, the enemy can do the same. 
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There's something 
missing from this 
month's Contacts 
page. See if you 
can tell what it is. 

Go on, have a 
look, I don't mind 
waiting. Dum diddi 
dum... Ah, you're 
back. So what was 
it? That's right, the 
telephone numbers 
are gone. Now let 
me see H I can get 
the next message 
across clearly. 
DON'T USE THE 
PHONE TO CONTACT 
A CONTACT! A lot of 
people are sending 
me their numbers 
without 
understanding the 
full consequences . 
Contacts receive a 
lot of phone calls 
(and I'm talking in 
hundreds here) and 
not everyone sticks 
to the specified 
times. Parents start 
getting annoyed, 
neighbours 
complain about the 
constant ringing. So 
in short, DON'T USE 
THE PHONE FOR A 
CONTACT! 


NAME: Scott Carter 
ADDRESS: 74 Hitchings Way, 
Reigate, Surrey, RH2 8ER 
GAMES; Beach Volley, Chuck Rock, 
Dogs Of War, Dragon Ninja, 
Dungeon Master, Empire Strikes 
Back, E.5.W.A.T., Escape From The 
Planet Of The Robert Monsters, FA- 
1 8 Interceptor, Flood, Full Contact, 
Future Basketball, Golden Axe, Ikari 
W terriers, James Pond, Kick Off 2, 
Kult, Leisure Suit Larry 1 &2 r 
Lemmings, Nuclear War, Return Of 
The Jedij RoboCop, R-Type, 
Savage, Shadow Ol The Beast. 
Shufflepuck Cafe, Silkworm, 
Speedball 1 & 2, Star Trek, Star 
Ware, Streetf ighter/ Supremacy, 
Test Drive 2, Toki, LN.T. Fantasy 
Wrestling, The Secret 01 Monkey 
Island, Xenon 2. 

NAME; Mr. D. Adsk&ad 
ADDRESS: 1 Bay Viev/ Road, 
Broad stairs, Kent, O10 2EA 
GAMES: Action Fighter, Afterburner 
UK, Afterburner 2, Alien &reed, 
APB, Archipelagos, Arkancnd, 
Arkanoid 2, Amnolvte, Ami/ 
Moves, Armourgeadan, Astro 
Marine Corps, Atomic Roboltid, 
Atom i no, Alomix, Awesome, Baal,, 
Back To The Future 3, Brat, 
Barbarian [Palace), Barbarian 
(Psygnosis), Batman The Movie, 
Banie Squadron, Battle Valley. 
Beach Volby, Beast Busters, Better 
Dead Thon Alien, Beverly Hills Cop, 
Bio Challenge, Bombuial, 
BuilaWland, Carrier Command, 
Car-Vup, Chaos. Strikes Back, 
Chariot of Wrath, Chase HQ, 
Chase HQ 2, Chuck Rock, Chubby 
Gristle, Chips Challenge, G r s 
Elephant Antics, Continental Circus, 
Crazy Cars 2, Creatures, Crystal 
of Arborea, Cybemoid, Cybernoid 
2, Darkside, Days of Thunder, 
Defender of the Crown, Denaris, 
Deuteros, Dogs of War, 
Dominqtor, Double Dragon, 
Dragon's Lair, Dragon's Lair 2, 
Dragon Ninja, Draganscape, 
Dragon Spirit, Drakkhen. Driller, 
Driving Force, Dungeon Master, 


Dyter 07, Dynasty Wars, Edd The 
Duck, Elite, Eliminator, EIF, Empire 
Strikes Back, Escape From The 
Planet of me Robot Monsters, Eye 
Of Horns, Exolon, 4D Sports 
Boxing, F-2? Retalbtor, F-19 
Stealth Fighter, Fantasy World 
Dizzy, Falcon, Fernandez Must Die, 
Fighter Bomber, Flood, Flyinq 
Shark, Forgotten Worlds, Full 
Contact, Fusion, Gauntlet 2, Gemini 
Wina r GHcstbusters 2, Ghouls n 
Goblins, Ghouls n Ghosts, Gods, 
Golden Axe, Gravity Wars, Hard 
Driving Hard Drivfn' 2, Hammerfist, 
Hawke/e, Hero of the Lance, 
Horror Zombies From The Crypt, 
Hunter, Hvbris, Hydra, IK+, itari 
Warriors, Impossamole, Indiana 
Jones (Arcade}, Indiana Jones and 
the Last Crusade (adventure), 
Insanity Fight, Interceptor, 
Interphase, Ivanhoe, James Pond 
Underwater Agent, Judge Dredd, 
Karate Kidd Part 2, Kick Off 2., Kick 
OF Extra Time, Killing Cloud, 
Killing Gameshow, Klax, Last Duel, 
Last Ninja 2, Leatherneck, led 
Storm, Lemmings, Leisure Suit Larry, 
Line Of Fire, Logical, Lombard RAC 
Rally, Lotvs Esprit Turbo Challenge, 
lotus Turbo Challenge 2 r 
Manchester United, Maniac 
Mansion, Manic Miner, .Menace, 
Megotravefler, Metaf Master, 
Mickey Mouse, Mighty Bombjack, 
MiG 29 Super Fulcrum, Narc, 
Narco Police, Navy Seals., Nebulus, 
Never Mind, New Zealand Story, 
Nightshirt, Ninja Spirit, Ninja 
Warriors, Nitre, Oops Up, Olympic 
Challenge, Operation Thunderbolt, 
Outrun, Pacland, Pang, Peter 
Beardsle/s Internationa! Soccer, 
Pieemania, Pfatoon, Pools oF 
Radiance, Populous, PP Hammer, 
Predator 2, Prince of Persia, Puffy s 
Saga, Puzznic, Quadralien, 
Railroad Tycoon, Rainbow islands, 
Rambo % Rally Cross Challenge, 
RBI 2 Baseball, Retu rn of the Jedi, 
Rick Dangerous, Rood" Blasters, 
RoboCop, RoboCop % Rock n Roll, 
RodJand, Rolling Ronny, Rolling 
Thunder, Rotor, R-Type, Sarakon, 


Savage, Secret of Monkey Island, 
Shadow of the Beast 1 & 2, 
Shadow Dancer, Shinobi, 
Shockwave, Silkworm, Sim Citv, 
Skidi, Skull and Crossbones, Sly 
Spy, Solomon's Key, Sorcery +, 
Space Age, Space Harrier, 
5ps bound, Spindizzy Worlds, 
Starglider 2, Stargaose, Starray, 
Storm ball.. S'ormlord, Streetfighter 
(US Gold), Strider, Strider 2, Slryx, 
Supercors 1 & 2, Super Hong On, 
Switchblade 1 & 2, SWIV, Sword 
of Sodan, Teenage Mglant Hero 
Turtles, Test Drive 1 Si 2, The Ligt 
Corridor, The Simpsons, The Spy 
Who Loved Me, Thunderbirds, 
Thunderblade, Thunderjaws, Toki, 
Torvak The Warrior, Total Eclipse, 
Total Recall, Toyota Celico GT Rally, 
Trailblazer, Trained Assassin, 
Treasure f stand Dizzy, Turn can 1 & 
% Untouchables, Venus The Fly 
Trap, Vigilante, Viking Child, Virus, 
Voyager, Weird Games, Wings of 
Fury, Wizball, X-Out, Ziriax. 


NAME; Andrew Pow 
ADDRESS: 41 Shinwell Terrace, 
Murtori Seaham, County Durham, 
SR7 9EN 

GAMES: 4D Sports Boxing, Back To 
The Future 2, Birds Of Prey, Blues 
Brothers, Chase HQ 2, Chuck Rock, 
Days Of Thunder, Double Dragon 1 
& 2, E-Swat, Final Blow, Final Fight, 
First Samurai, Flood, Full Contact, 
Gods, Golden Axe, Gremlins 2, 
Hard Drivin', Hero Quest, Insanity 
Fight, James Pond 1 Si 2, Jimmy 
White's Whirlwind Snooker, Kick 
Off 1 & 2, lemmings, Line Of Fire, 
Lotus 1 & 2, Magic Pockets, Man 
Jtd Europe, Monty Python's Flying 
Circus, Night Breed, Facta,, 
Prehistorik, Prince Of Persia, Power 
Drift, Rainbow Islands, Rick 
Dangerous 1 & 2, RoboCop 1 & 2, 
R-Type 2, Speedball 2, Super Cars 
1 8f 2, Super Hang-On, Time 
Machine, Tetris, Toki, Wings Of 
Fury, World Class Leaderboard 
Golf, World Trophy Soccer, Z-Qut 


IF YOU ARE GOING to use a contact 
then follow these guidleines; 

1 . Wherever possible, send your 
query along with a stamped 
addressed envelope. 

2. Make sure you explain your 
problem clearly. Don't be afraid to 
use daigrams, illustrations or pieces 
of felr stuck onto cardboard. 

To be a Contact is to help end 
needless suffering in the world. You 
might not think it, but one man or 
woman can make a difference. Just 
send your details as described below 


and well do what we can to include 
you in a future issue. 

Name: 
Address: 

List Of Games Completed (in 

alphabetical order): 

To reward you for your services, 
well send you a piece of software 
from our coffers. Send everything to: 
Contacts, The One far Amiga 
Games, Priory Court, 30-32 
farrinodon Lane, London, EC1R 
3AU. 


WARNING!! 

Don't sleep in the subway darling, don't sleep in the 

pouring rain. And don't send me your telephone 
umber without your parents' permission. It ain't the 
done thing. 


And so, another month pusses 
without incident* Once again we 
brought you the very best in tips, 
cheats and guides and once again 
you left us wiser and better off. 


■ THE ONE MARCH 1992 


GOT A HAND-HELD ? 
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NEXT MONTH 

IT'S BEEN A LONG TIME IN 

COMING.** 



IT'S BEEN THE MOST 
EAGERLY AWAITED 
SEQUEL SINCE TIME 
BEGAN 


IT'S IN THE ONE NEXT 
MONTH 


IT'S 

MONKEY ISLAND 2 

LECHUCK'S REVENGE! 



Ves, 

Lucasfilm's 
superlative 
sequel has 
finally arrived 
and we give it 
a complete 
examination* 
Ho stone is left 
unturned, no 
nook is left 
unsearched, no 
cranny is left 
uninvestigated. 


THE ONE 


PLUS1 


ULTIMA Vl! 

Origin's ultimate 
Ultima! The 
legendary RPG gets 
a full review! 
CD-ROM! 
We take a look at 
the very first CD 
drive for the Amiga ! 



Our M 

beh in d-th e- seen es 
team reports on 
what could be 
Sensible Software's 
greatest release 
ever! 


m mmm m mm mmm m ' m • m i 




PLUS MUCH, MUCH MORE! 


ALSO! 

COMING SOON! 
Your chance to 
win an amazing 
WWF 

WRESTLEFEST 

coin~op! yes, 
the actual 
arcade 

machine COULD 
BE YOURS! 
More details 
next month! 



Next month's The One For Amiga Games. The only magazine with no added 

preservatives* On sale March 21st 1999 



STAND-ALONE 

500 COMPUTER 


NEW! CARTOON CLASSICS PACK 


HARDWARE: SOFTWARE - PBffltiCfMH 

512K AMIGA 5TO £329.99 DELUXE PAINT ill . [79,95 

TV MQDULATTJfl FREE PLUSI FREE FROM StUCA 

ASM RAM EXPANSION £H.M ARCADE aCTlflN PACK £23.78 

s^TJWflf ■ tmmmmj photon paint z.d m& 

BfiffT SIMPSON £24.99 flflP; £90647 

CUPT PLAhET & PLANETEERS ... £25.93 YOU SAVE: £507.67 

LEMMINGS 


£25.99 


PLUS! 16 NIGHTS FREE 
HOLIDAY ACCOMMODATION 


£399 

SILCA MICE - INC- W * FREE DELIVtfff 



• 512K AMIGA £329.99 

• TV MODULATOR FREE 

• MOUSE CONTROLLER FREE 

KM - FREE FROM SILICA 

• ARCADE ACTION PACK £229.78 

• PHOTON PAINT 2 ( 0 £89.95 
TOTAL RRP; £649.72 

YOU SAVE: £320.72 
SILICA PRICE: £329 
1 PLUS! FREE HOLIDAY ACCOMMODATION 


£329 

SILICA PRICE -INCLUDES VAT + FREE DELlVERV 


FREE! 


FROM SILICA 
WITH EVERY 




The new Arcade Action Games Pack is THE 
software compendium for Amiga owners, featuring 
ten top titles with a variety of different types of 
games for you to enjoy. Each title is packaged in 
its own plastic case, with a colour sleeve and full 
instructions. The Arcade Action Pack Is FREE! 
when you buy your Amiga 500 from Silica. 



ARCADE ACTION GAMES PACK 


ff»«yl _ £219.78 



RUB 


PHOTON PAINT 2J0 
GRAPHICS PACKAGE 


Every Amiga 500 from Si ica Systems comes wilti a FREE 
Photon Paint 2.0 {HRP £B9l95), one ot the most advanced 
art packages available for the Amiga. With it. you will be 
able to harness ihe extraordinary graphics power of the 
Amiga and produce inspirational 
pictures in minutes. With 409$ 
colours, your pictures will reach life- 
like appearance. These can be 
animated In real-time using a vasl 
range of graphical effects, including 
blending colours and dithering, 
stencils, shadowing, worth 
contour mapping and PQfi QC 
Surface mapping LJjUi^V 



FREE! 


16 NIGHTS HOLIDAY 
HOTEL ACCOMMODATION 


«J 


Every Amiga from Silica comes with a FREE 72 page, full 
ooJDLir brochure with accommodation vouchers. These 
vouchers entilie 2 people to slay up lo 16 nighis in one 
hotel (or any number of hotels to a total of 16 nighis) with 
accommodation FREE (you 
could take up to six rights for 
four people, or other options). 
Choose from the 2r>n hotels 
featured in the catalogue. Alt 
you nave to pay for ere your 
meals (prices are listed in the 
brochure). Reduced rates in top 
London hotels and hotels In 
France are also featured. 



( TOTAL FREE PACKAGE 


ARCADE ACTION PACK - £229.78: 


AsteriX - By Coktel Vision 

Chess Player 2150 - s y cp software 

DrivilY Force ■ By Digital Magic 

Live & Let Die - By Em 

Onslaught - By Hswson , , 


£24.99 
£24.95 
£24.95 
£19.99 
£24.99 


Pipe Mania - Sy Empire Software £24.99 

Rick Dangerous - By FiiaNra £24.99 

FSOCk ( n' Roll - ByB&ntowArts £19,99 

Skweek - a y us Goto „ £19.99 

Trivial Pursuit - By oomark £19.95 

ART PACKAGE - £89.95: 

PllOtOn Paint 2.0 - By Microtttusions £B9,95 


FREE! 

WORTH 
NEARLY: 


TOTAL RRP: £319,73 


£320 


PLUS! flU HOLIDAY ACCOMMODATION 


SILICA SYSTEMS OFFER YOU 


• FREE OVERNIGHT COURIER DELIVERY: Dn al' hardware orders snipped in Ihe UK. 

• TECHNICAL SUPPORT HELPLINE; Team 01 Amiga technical experts at your Service. 

• PRICE MATCH: We normally match competitors on a "Same product - Same price" &a£is. 

• ESTABLISHED 12 YEARS: Prawn trank record m prorcsSiDnai computer sales 

■ BUSINESS + EDUCATION + GOVERNMENT. tftfifme discounts SvaWim for large orders 

• SHOWROOMS: Demonstration and training facilities ai our London & Sidcup branches. 

• THE FULL STOCK RANGE: All ol your Amiga r*quir*mBnt& Irom one supplier. 

• FREE CATALOGUES: Will be mailed to you with offers and software/peripheral details. 

• PAYMENT: By c-ash. cheque and all major gnedh cards. 

Beror.fi yt>u d«eido when to buy your new Amiga ttsmputer, su-ggesl you mink vefy car^glly about 
WHERE ytju buy rl. Consider whai ii will be line a lew months alter buying your Amiga, wfien you may 
fequu« additional peripherals or gonwarft or help and a-dwe with your new purchase. And, will ttie 
Mir cany you buy rrom cuni^ci you with detailed new produelsf? A| Silica SysCams, we ensure thai 
ft>j will hnvif n^hing 10 worry aboui. We have hnrjn established lor over 12 years aid. -with our un rival • 
efl experience and expertise, we can now claim 1o meetour euskvnors ngquirBmanta wrtti s/i unde.rst*jv 
ding which ig second 1o none. Bui don'i juji lake nur word lor it. Complete and return (he coupon now 
tor cur la^esi Friti? literalura and bag n to experience ihe "Silica Syilems Service". 


MAIL ORDER. 

Dnfflf Linaa Qp«n 


M Ttie Mews, Hatlwrley Ftrj, Sidciip. Kent. QAM Am. Tel: 081-309 lllf 

Ma*-SM -g DOanHLDOpfa WO Late Hlnht Opening Fflj; Mo: flfl' 308 DflQa 

52 Tottenham Ccwjrt Road, London, W1P DBA Tel; 071-5H 4000 

MotV-Sat a.AlHrn-fiOOprn LBIf HiflhL Thumlay urrlll Bpm Fas No OT1 323+737 

LONDON 4SELFR1DGES): tgi Floor, 369 Oxford Slnaet, London, W1A 1AB Tel: 071-629 1234 

Opening Hnun): Mon-Bt ft3fHim-MJJpm UH NigM' ThursJay Lmi Bp-n ftak l 3r exlansmn 3S14 

Hathsrlw Rd. Sldcup, Kent, DAM ADX TW; 081-302 88tl 

..viV N ghl F-nj^jnlil 7pm F^. Mci L'Ln-3ag OC1T 


LONDON SHOP: 

■Opanlngi Houn 


SIOCJP SHOP: 


1-4 The Me«. 


Ha: Silica Systems Ltd. Pep- QtiF-P99?-60. 14 The JS. Sherle™. Sjdcup,"t, CAU S\ 


I ! PLEASE SEND FREE AMIGA COLOUR CATALOGUE 
I 


Mr/M re/Ms: InrtiaJa: 


Surname: 


AddrOss: 


MAIL ORDER HOTLINE 

081-309 1111 


SILICA 
SYSTEMS 


Foslcode: Tel: 


^^hich compulrj'fsf, M any, do you o«n7 BL _J 


IT TOOK 6 DAYS TO CREATE THE EARTH 



A brand new animation system combines with 
atmospheric graphics and superb music to bring you 
another top-class Delphine adventure... 

...Another World 

Young scientist Lester C hay kin never In his wildest dreams 

imagined that it could happen but it did, His laboratory was 

struck by lightning and he was teleported to another 
civilisation, a strange world nothing like earth, where he must 
call upon alt his intelligence, ■ 
training and resources to survive, 


mt DELPHINE SOFTWARE. 
All right* reserved. 


DILPKINE 


• Designed and programmed by the designer of the best selling 
Future Wars graphic adventure 

• 1 years development have led to a revolutionary new polygon 
animation technique* featuring fluid, flowing animation of 
characters and objects. 

• Special effects offer a "cinema" style of game play; 
» Zoom 'Panorama * Close-up shots, 

• Main character is joystick control Led. adding to payability 
and giving a real sense of player interaction, 

^ gj, * Superb music mixed in Delphine 5 id-house 
recording studios 


1 


ITS, Gold Ltd., Units 2/3 Hoi Ford Way, 
Hoi ford Birmingham Bfi 7 AX. 
Tel: 021 62 S 3366. 


LEGEND OF DARKMOQN "EYE OF THE BEHOLDER I' I • SHADOW SORCERER 

liLt 0139 654 1 30 

HILLSFAR * DRAGONS Of FLAM: • HEROES OF THE LANCE TIL: 0691 442 025 


NEED HELP? CALL THE 


^-ZZZ^v CURSE OF THE AZURE BONDS ■ POOL OF RAD LANCE 

■L._J ^^ V__) ■ CHAMPIONS Of K.ITNN Til: OB91 442 02* 

1 ^& \ BUCK ROGERS i SECRET Of THE SILVER BLADES 

* EYE Of THE BEHOLDER. TEL: 0191 442 030 

OPERATION STEALTH ■ ANOTHER WOfiLO ♦ CRUIH fQR A CORPSE TEL 0840 454 284 


SOL Of RADIANCE flA \ i\ uUmM 

sgf<r*nniil:0BS1 4*2 em UULl/ riTIUIl COMPETITION * £200. DO WORTH • 

QG-ERS ■ SECBET Of THE SILVER BLADES ™ 1 1 1 ™ 1 Mm OF U.S. GOLD GAMES TO BE WON 

I BEHOLDER TEL: 0191 442 000 HINTS & TIPS LINE EACH MONTH, 

I A CORPSE TEll 08*0 654 294 - At fteteil Price* 

Service provided by U.S. GOLD LTD.. UNITS 2/3, HtOLFO-RD WAY. HOLFORD, BIRMINGHAM B6 7 AX 

\tyxtv a it tind*r IB plcai* p*rmij(lon la tit* fhc Itlepticinc. Calls tost 36p per minute (heap rate., 49p per minul* all #th$* t4lWh 


LUCASFf LM HELPLINE • LE CHUCKS REVWCE I MONKEY ISLAND S| ■ INDIANA JONES 

- ZAK MCKRACKEN ■ MANIAC MANSION • LOOM > SECRET OF HONKET ISLAND 

- BATTLE OF BRITAIN TEL: 080? 0941 20 


